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Hiya  Fans! 

What?  This  issue  late?  No! 
I’m  just  releasing  this  issue  in 
line  with  the  weather...  and  the 
weather  thinks  it’s  still  April. 
If  this  is  summer,  I  can’t  for 
Autumn  or  even  winter! 

Anyway,  yet  again  disaster 
-  as  I  have  to  find  another 
printer  firm  for  this  issue...  as  I 
type  this  in,  I  still  haven’t 
found  one  that  can  print  this 
without  leaving  me  short.... 

Anyway....  just  come  back 
from  the  16-bit  Show  in 
London  and  I  have  to  admit, 
why  did  I  bother?  As  it  was  a 
rather  naff  show,  with  sod  all 
new  to  show  it  was  a  ’show’. 
Console  wise,  the  GameGear 
was  the  main  machine  there, 
and  you  could  have  picked  one 
up  for  around  £60  although 
you  had  to  buy  a  game  with  it. 
Top  gairie  was  Super  R-Type 
for  the  S.F.,  but  as  you  might 
expect,  could  I  buy  a  copy.. 
NO!  they  sold  out,  and 
wouldn’t  sell  the  one  they  had 
on  show.  ThQ'  were  taking  or¬ 
ders....  see  next  issue  for  a  full 
review!  Apart  from  that  there 
were  only  lots  of  small  comap- 
nies  trying  to  flog  off  cheap 
games,  blank  disks  and  labels, 
useless  gadgets,  magazines 
and  food  costing  an  arm  and  a 
leg.  One  game  that  really  im¬ 
pressed  me  that  was  demo’ed 
was  not  on  console  or  the 
Amiga,  but  on  the  PC.,  al¬ 
though  you  needed  some  ex¬ 
pensive  hardware  to  get  what 
it  was  displaying...  and  the 


game?  Origin’s  Wing 
Commander  II  which  featured 
brilliant  256-colour  animated 
graphics,  superb  speech, 
music  and  sound  FX,  and 
stunning  action  sequences.... 
it  makes  me  want  to  sell  up 
and  get  a  PC. 

If  you  read  the  news  section, 
you’ll  note  that  NEC  have 
decided  to  launch  a  number 
of  new  hardware  units...  this 
is  real  strange  don’t  you 
think?  Just  when  other  com¬ 
panies  are  planning  new 
machines,  namely  Atari  with 
the  Jaguar  (a  64-bit  console., 
possibly  Rise  technology 
too).  Philips  with  their  CDI 
machine,  etc..  NEC  decides 
to  launch  the  same  machines 
but  different.  You  would  ex¬ 
pect  NEC  to  come  up  with  a 
better  machine  to  knock  the 
socks  off  the  competition,  but 
no  suck  luck....  maybe  in  a 
couple  of  months? 

However,  this  year  looks 
likely  to  be  the  year  of  the 
CD-Rom  what  with 
Commodore  with  their  CDTV 
(not  worth  getting  if  you  cur¬ 
rently  own  an  amiga)  and 
Sega  and  Nintendo  planning 
to  launch  their  versions  for 
their  16-bit  machines  near  the 
end  of  the  year,  and  next. 
Will  we  ever  see  CD-Roms 
for  the  portable  consoles  I 
wonder?!  "The  CD-Boy... 
connect  this  to  your  gameboy 
and  experience  540megabytes 
of  mono  graphics " 


I’ve  been  fairly  busy  this 
month,  as  me  and  my  Mends 
are  writing  a  Sokoban  clone 
for  the  Amiga  -  I’m  doddling 
the  graphics.  Did  I  say 
’Sokoban’....  errmm...  it’s  to- 
tally  different  from 
Sokoban...  yes...  absolutely... 
the  only  resemblance  is  you 
push  blocks  onto  spotted 
places  in  alimited  time,  so 
nothing  like  Sokoban  at  all... 
so  Thinking  Rabbit  can’t  sue 
us  -  even  if  we  are  nicking  a 
few  stages  from  their  game 
on  the  MD  version.  A  BIG 
thanx  must  got  to  Megaware 
for  lending  me  the  game  - 
Thank  Colin!!  Now  you 
know,  if  you  have  an  Amiga 
(or  ST  for  that  matter)  and  if 
it  ever  gets  published  -  quick¬ 


ly  rush  out  and  buy  before  stocks 
runout!! 

Anyway,  that’s  it  I  think...  apart 
from...  all  contributions  are  very 
welcome....  please  send  all 
works  to  the  usual  address 
below. 

Next  issue  I  hope  to  make  up  a 
FREE  tape  stuck  to  the  cover  of 
the  ’zine  featuring  some  arcade 
music...  mostly  classics,  and  will 
be  part  of  the  competition...  eg. 
You  listen  to  the  tape  and  deter¬ 
mine  what  the  name  of  the  game 

the  music  comes  from . that’s 

if  I  can  get  some  cheap  blank 
tapes!! 

So,  Until  next  time, 

Onn 
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MEGADRIVE  NEWS 


WITH  Sega  about  to  release  a 
CD-Rom  for  the  Megadrive  - 
you’d  expect  them  to  release 
the  first  Cd  product  for  the 
machine  too  eh?  Well,  the  first 
CD  product  seems  to  be  from 
Wolf  Team,  a  massive  arcade 
action  adventure  is  a  Rastan 
Saga  style  game.  You  play  a 
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bloke  who  carries  a  whip  who 
can  preform  a  number  of 
moves.,  run,  jump,  knee,  and 
crawl  ,  etc..  As  this  type  of 
game  goes,  it  looks  quite 
good...  what  extra  features  it 
will  stun  us  been  on  CD,  we’ll 
have  to  wait  when  it’s  released 
around  November!  They  also 
have  another  CD-Rom  game 
in  the  works,  but  it’s  a  RPG 
and  set  for  a  December 
release.  Wolf  Team  also  have 
another  arcade  adventure  in 
the  works  called  El.Vienlo 
where  you  control  a  girl  with 
magic^  powers  called  Annet 
in  1928  America  as  you  battle 
it  out  against  thugs,  gangsters, 
motorbike  maniacs,  etc...  Out 
on  8meg  Cart,  sometime 
September. 
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Sega’s  conversion  of 
Outrun  should  be  out  early 
August  on  8meg  Cart.,  and  it 
doesn’t  look  too  bad...  for 
one,  the  split  in  the  road  looks 
perfect,  although  the  stone 
tower  bridges  you  drive  under 
looks  like  the  same  as  the  en¬ 
gine’s..  I  suppose  you  can’t 
have  everything!  Sega  also 
will  be  converting  Cap- 
com’s  commando-like 
game  Mercs  2...  (why  ’2’? 
No  idea!)  and  set  for  end  of 
August,  and  on  8meg.  But 
where  as  the  coin-op  had  a 
3-player  option,  it  seems 
Sega  couldn’t  even  handle 
two,  as  it  looks  like  it  single 
player  only!  With  ’2’,  it 
could  be  a  better  improved 
version  however.  Strangely 
enough,  they  are  also  to 
release  Wonderboy  V  (what¬ 
ever  happened  to  4?)  or 
Wonderland  III.  This  latest 
saga  will  be  on  5 meg  cart 
with  memory  backup,  and 
follows  the  same  game  style 
as  with  Wonderboy  II  (and 
Dragon  Trap)  in  a  side  view 
arcade  adventure  but  with  im¬ 
proved  graphics.  Out  soon  see 
Sega’s  dual  player  beat’em 
up  Bare  Knuckle  on  4meg. 
The  game  is  very  much  like 
Capcom’s  Final  Fight  as  you 
stroll  down  streets  and  take 
on  thugs,  punks,  sexy  women 
with  whips,  big  fat  bald  men, 
etc..  As  with  FF,  you  can 
preform  a  host  of  moves  in¬ 
cluding  power  drivers, 
Streetfighter  2  grab  and 
throws,  and  even  pick  up 
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your  friend’s  player  and 
launch  her/him  at  the  op¬ 
ponent!  !  You  can  also  pick  up 
weapons  like  iron  bars,  bot¬ 
tles,  swords,  etc...  then  there 
are  the  end  of  stage  bosses  to 
take  out.  This  game  looks 
ace...  considering  it’s  pro¬ 
grammed  by  the  same  guy 
that  did  Super  Shinobi,  it 
should  be  great!  Baseball  fkns 
don’t  have  to  wait  long  for  a 
new  baseball  game  for  their 
machine  as  Sega  are  to 
release  Super  League  ’91  in 
August. 

From  Taito,  there’s  Saint 
Sword  which  is  available 
now.  The  game’s  a  Rastan 
Saga  style  arcade  action  ad¬ 
venture.  However,  to  make 
the  game  a  little  different, 
your  warrior  can  turn  himself 
into  other  creatures  -  neces¬ 
sary  to  negotiate  the  tricky 
terrain.  He  can  change  his 
body  into  a  white  horse,  so  he 
can  run  (gallop)  faster  and 
jump  higher  and  further; 
spring  up  a  pair  of  wings  on 
his  back  so  he  can  fly  to  inac- 
cessable  places;  and  gain  a 
tail  like  a  mermaid  so  he  can 
swim  underwater.  Aswell  as 
killing  lots  of  wierd  creatures, 
you  must  also  search  for  use¬ 
ful  items  to  help  your  quest 
like  magic  shield  for  protec¬ 
tion  or  dragon  Fang  that 
destrc^s  all  creatures  in  view, 
plus  ...  the  vital  key  to  access 
the  boss’s  lair.  Check  out 
next  issue  for  full  review! 
End  of  July  sees  another 
Taito  arcade  action  adventure 
called  Thunderfox  on  8meg. 
The  game’s  a  little  like  Green 
Bere^Rolling  Thunder  as  you 
move  left  to  right  attacked  by 
soldiers  armed  with  knives. 


guns,  etc.  You  can  preform  the 
usual  martial  arts  on  them  or  bet¬ 
ter  still  use  a  knife,  rifle,  flame 
thrower  or  the  super  deluxe 
death  bazooka! 

Devil  Crash  MD  -  the 
megadrive  version  of  the  ace  PC 
Engine  pinball  game,  converted 
by  Technosoft  looks  exception¬ 
ally  good,  although  like  most 
MD  games,  Technosoft  have 
decided  to  put  a  strip  down  the 
right  hand  side  of  the  screen,  so 
the  table  looks  squashed  -  how¬ 
ever,  it  should  still  play  well, 
with  special  background  game 
music.  Should  be  out  in  early 
August! 

More  Street  Fighting  ac¬ 
tion  comes  from  Treco  with 
Street  Smart.  The  game  is  more 
like  Capcom’s  Street  Fighter/II 
as  you  one  on  one  against  some 
of  the  meanest  dudes  around... 
out  sometime  July.  Treco  also 
have  also  a  vertical  shoot’em  up 
called  Task  Force  Harrier  set  for 
release  in  October.  Personally,  it 
don’t  look  to  hot  from  the  pics., 
but  you  never  know. 

Galaxy  Force  II,  Sega  3D 
planet  soaring  arcade  simulator 
is  currently  been  put  together  on 
8meg  cart  from  CRi.  and  ex¬ 
pected  to  app^  mid  September. 

Other  items  in  the  works 
includes  Super  Fantasy  Zone, 
Fantasia  (sequel  to  Mickey 
Mouse),  Golden  Axe  II,  Rolling 
Thunder  B,  Onslaught,  Turrican, 
Quad  Challenge,  and  others. ..  a 
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NEC  GOES  CRAZY 

Since  NEC  first  realeased  the  original  PC  Engine,  they  have  gone  on  to 
produce  a  number  of  additional  items  and  upgrades  -  the  CD-Rom,  the  5- 
player  multi-tap,  the  Backup  unit,  the  improved  Super  Grafx,  the 
replacement  Engine  -  Core  Grafx,  the  reduced  Engine  -  Shuttle...  but  now... 


For  some  unknown  reason  Rom  unit,  from  the  original 
NEC  have  launched  recent-  version  1.0  (which  most 
1^  a  new  PC  Engine  -  the  people  still  use),  to  V2.1 
Core  Grafx  II  at  the  end  of  with  the  additional  feature 
June.  The  machine  how-  of  CD-G  compatibility  so 
ever  is  no  different  from  the  you  can  display  graphics 
original  Core  Grafx...  inter-  on  the  screen  -  assuming 
nally  or  externally  apart  you  can  find  and  CD-G 
from  the  slight  paint  work  or  cds,  which  are  extremely 
’ll’  under  the  main  logo.  The  rare  in  this  country! 
only  difference  is  that  the  But  their  latest  caid  V3.0 
machine  retails  at  about  js  a  better  upgrade  as  it 
£20  cheaper  than  before,  contains  extra  memory 
This  of  course  could  be  that  (which  is  definitely 
the  ’ll’  features  less  com-  needed!)  by  using  the 
ponents  to  manufacture  so 
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Games  like  Dragon’s  Lair 
could  be  produced  as 
more  animation  frames 
and  other  data  can  be 
loaded  in  one  go. 


too,  so  no  need  for  the 
ridiculous  extra  interface 
cable!  Not  only  that,  but  the 
Super  Rom  will  be  a  lot 
cheaper...  NEC  are  trying  to 


reducing  in  costs,  very  like¬ 
ly  that  NEC  are  trying  to  in¬ 
crease  the  user  base  by 
say  ’Hey!,  look...  here’s  a 
newer  and  better  PC 
Engine,  and  it  cost  less 
tool’.  It  could  also  mean 
there  were  a  few  bugs  in 
the  original  Core.  Whatever 
the  case,  it’s  certainly  the 
oest  time  to  buy  an  Engine, 
but  as  it  is  no  improve¬ 
ments  over  the  original 
machine. 

SYSTEM  CARD  V3.0 

NEC  have  in  the  past 
released  several  CD-Rom 
System  cards  for  their  CD- 


same  process  as  Hudson’s 
Populous  card.  The  card 
contains  I.Smegabits 
(t92k),  which  when  adde4 
to  the  O.Smegabits  (64k)  in 
the  interface  unit  will  boost 
the  CD-Rom’s  ram  to 
2megabits  (256k).  With 
this,  games  can  be  bigger 
and  better  without  stops 
between  to  load  extra  data. 


NEW  CD-ROM 

If  you  haven’t  got  a  CD- 
Rom  for  your  Engine/S. G. 
then  you  should  also  wait 
for  NEC’s  new  unit  ■  the 
Super  Rom  .  This  is  a 
better  unit  than  the  original 
as  it’s  a  combined  CD- 
Rom  Unit  and  Interface  in 
one  -  no  need  to  buy  two 
separate  units  -  and  it  will 
work  the  the  Super  Grafx 


enlarge  the  user  base  of  CD- 
Rom,  as  seen  by  the  big 
support  in  CD-Rom  games 
from  their  software  side  NEC 
Avenue,  The  Super  Bom  also 
features  2megabit  memory 
backup  ram  too.  The  Super 
Rom  is  a  lot  bulkier  than  the 
older  unit,  and  fits  at  the  back 
of  the  console,  making  the 
whole  set  up  the  same  width 
as  the  engine  but  a  lot  higher. 
This  move  is  very  strange 
considering  that  of  the  US 
CD-Rom.  As  you  might  know, 
that  version  is  similar  to  the 
original  CD  set-up,  but  had 
one  advantage  in  that,  the 
CD-Rom  could  be  used  as  a 
portable  CD  player  like  a  Disc 
Man...  this  new  unit  of  course 
won’t! 
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WITH  A  NEW  LINE 


Because  the  Super  either  the  new  sys- 
Ronf  has  it’s  own  tern  card  V3.0  or  the 
2nrieg  ram,  there’s  Super  Rom’,  but 
no  need  for  the  new  hopefully  before  the 
version  3.0  system  end  of  the  year  is  up, 
card,  so  any  version  and  when  software 
of  the  card  wil  do.  companies  take  ad¬ 
it  would  have  been  vantage  of  the  extra 
nice  if  NEC  memory  to  program 
launched  a  better  games  to  use  it.  I 
unit  featuring 'Data  suppose  Telenet 
Interleaving' as  with  Japan  will  be  the 
Nintendo's  planned  first.  Three  games 
CD-Rom  with  ’XA’...  that’s  expected  to 
or  maybe  CDi...  that  use  the  extra 
would  be  some-  memory  includes 
thing!!  But  I  suppose  Prince  of  Persia, 
we  can’t  have  every-  Mura’s  Mission  part 
thing  2,  and  F-1  Formula 

As  yet,  there  is  no  Racer, 
release  dates  of  The  Ao-Weco  mec  cD-ffc(Y^ .  sOfSR  PofTf  w»Tvt 
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CD-ROM  PLANNED  FOR  THE  BIG  MACHINES  BUT  WHICH  ONE  WILL  WIN? 


NINTENDO  &  SEGA  DRIVE 


The  PC  Engine  first 
showed  the  world  that  not 
only  expensive  machines 
can  have  a  CD-Rom  drive, 
and  since  then,  CD-Rom 
seem  to  be  the  ’in’  thing  - 
if  you  want  to  suceed  in 
the  console  world  now, 
the  next  step  has  to  be  a 
CD-Rom....  and  that’s 
exactly  what  Nintendo 
and  Sega  have  in  mind. 

The  first  CD-Rom  will  be 
from  Sega  with  their  Mega- 
CD.  The  unit  was  unveiled 
at  the  recent  Tokyo  Toy 
Fair  in  Japan,  and  is 
expected  to  be  available 
close  to  the  end  of  the 
year...  possibly  around 
October,  considering  that 
Wolf  Team  have  planned  to 
complete  their  CD-Rom  title 
by  then.  The  CD-Rom  is 
expected  to  sell  for  around 
49,  000  yen  (around  £199) 
which  is  quite  a  reasonable 
price  considering  the  PC 
Engine's  CD-Rom 
Unit  and  interface 
cost  around  £100 
each .  An  US 
release  is  ex¬ 
pected  to  arrive 
early  1992,  so  you 
can  expect 
Virgin/Mastertroni 
c  to  get  in  on  the 
act  around  that  time  too 
unless  they  are  content  in 
losing  money  from  imported 
CD-mm  drives  from  across 
the  oceans. 

On  the  software  side,  it’s 
said  that  around  25 
software  companies  are 
currently  developing  titles 
for  the  Mega-CD  — 
hopefully  when  it’s 
launched ,  it  will  have  more 
titles  than  when  the 
Engine’s  came  out. 

Sega  have  assured  the 
CD-Rom  can  output  non¬ 
stop  animation  for  long 
periods  (how  ’long’  is 
unknown),  in  that,  tackling 
an  impressive  complex 
game  like  Dragon’s  Lair  as 
*No  Problem". 

Sega  also  plans  to 
produce  similar  titles  to 
’Ultra  Box’  as  on  the  PC 
Engine  -  a  magazine  on  CD 
packed  with  news,  demos. 


stories,  pictures  and  stills, 
etc. ..  and  the  cost  is  said 
to  be  very  low  at  around 
1980  yen!! 

Other  games  on  the  cards 
includes  Sega  collections. 
They  plan  to  bundle 
Phantasy  Star  I,  II,  &  III  on 
one  CD,  including 
animation  scenes  and 
speech  to  connect  the 


three  games  together. 
Other  games  that  should 
be  available  includes 
conversions  of  CD-Rom 
titles  from  FM-Towns 
machine,  which  includes 
several  arcade  games  and 
adventures.  Bigger  war 
games  and  RPGs,  and  it’s 
very  likely  that  SIM  EARTH 
will  be  converted  onto  CD 
format,  plus  RAD  MOBILE 
too!! 

Nintendo  on  the  other 
hand  have  been  in  a  bit  of 
a  bover,  first  going  in  with 
Sony  to  produce  a  Cd- 
Rom,  which  seemed  the 
idea  company  considering 
the  custom  sound  chips 
inside  the  Super  Famicom, 
but  at  the  last  minute  have 
decided  to  go  with  Philips. 
However,  the  Philips 
partnership  will  make 
Nintendo’s  CD-Rom  just 


that  little  better  than  the 
rest  as  they  are  to  develop 
a  low  cost  CD-Rom/XA 
Compact  Disc  player...  in 
that  games  developed  for 
the  machine  will  work  on 
CD-I  players,  like  Philips' 
own  machine.  Unfortunat¬ 
ely,  because  of  this  late 
agreement,  it’s  unlikely 
that  the  CD  add  on  will  be 


available  until  late  1992  or 
even  1993...  and  a  price 
has  yet  to  be 
announced....  so  if  you 
start  saving  now,  you 
should  have  enough 
money  to  buy  one  I  sayl 
The  Breakup  of  Sony  and 
Nintendo  was  because 
Sony’s  plans  to  sell  a 
system  called  the  Play 
Station,  which  is  a 
machine  that  could  use 
Super  Famicom  cartridges 
and  CD  games.  Releasing 
such  a  system,  as  you  you 
can  guess,  would  mean 
the  loss  of  sales  of  the 
original  Super  Famicom, 
although  Nintendo  have 
confirmed  they  will  not  be 
supporting  the  Sony 
machine,  although  it  won't 
be  compatible  with  CD- 
Rom/XA  discs.  With  this 
break  up,  we  might  even 
see  a  new  console  from 
Sony? 


Currently,  looking  at  the  PC 
Engine  CD-Romsoftware, 
there  haven’t  been  anything 
apart  from  Icom’s  Sherlock 
Holmes  that  really  take 
advantage  of  the  unit  in  that 
it’s  totally  different  from  a 
normal  console  game.  Most 
have  just  used  the  CD 
medium  for  mass  storage  or 
for  additional  ’inbetween’ 
scenes  of  sound  and  graphic 
animation  as  in  most  of 
Telenet  games  with 
the  Valis  Saga,  Red 
Alert,  etc.,  all  of  which 
could  have  been  on 
Card  if  you  left  out  the 
BGM  and  between 
sequences. 

It's  when  full  or  even 
partial ,  motion  video  is 
used  that  the  CD-Rom 
excels  itself...  hopefully 
both  Sega’s  and 
Nintendo’s  offerings 
can  provide  this 
adequately  without 
long  delays....  the 
Nintendo  unit  with  it’s 
XA  seems  to  be  the 
better  of  the  two,  but 
as  the  machine  won’t  appear 
until  a  year  after  Sega’s,  the 
Megadrive  has  an  edge. 


Another  company  to  get  a 
hold  on  the  CD-Rom  market 
is  Commodore,  with  their 
CDTV  machine.  As  you  are 
aware  the  machine  is  shaped 
like  a  video  recorder  and  is 
basically  a  1m^  Amiga  with 
a  CD-Rom  drive...  or  vice 
versa.  As  it  is,  I  have  to  say, 
it’s  currently  not  worth  buting 
the  machine  at  the  moment 
as  none  of  the  software  titles 
for  the  machine  make  full  use 
of  the  CD-Rom.  Currently,  all 
the  games  for  it  are  slight 
improvement  on  the  original 
Amiga  games.  Defender  of 
the  Crown  loads  incredibly 
slow  and  accompanied  by 
awful  australian  accent 
speech  of  the  storyline  etc. 
The  graphics  in  Sim  City  look 
worst  the  the  original  too. 


CD-ROM/XA  is  a  little  better  than  normal  CD-Rom  as  it 
features  ’data  interleaving’  -  a  process  where  different  data 
can  be  miggled,  so  it’s  possible  to  access  sound  and 
graphics  or  data  simultaneously. 
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SUMMER 

U.S.C.E.S. 


SUPER  FAMICOM 


At  the  Summer  CES  in 
Chicago,  held  between  1st- 
6th  June,  the  main  attraction 
in  terms  of  consoles  was 
Nintendo’s  16-bit  machines, 
the  Super  NES  (the  US  ver¬ 
sion  of  the  Super  Famicom). 
As  you  might  expect,  the 
machine  looks  different  from 
the  Japanese  machine  like  the 
8-bit  machine  does,  with  the 
cartridges  looking  m^e  rec¬ 
tangular  in  shape...  so  it  looks 
like  they  won’t  fit  the 
SF  cartridge 


number  of 
games  for 
the  sys- 
tern,  in- 
eluding 
Super  R- 
Type.  It 
should  be 
officially 
released  in 

September,  al-  * 
though  likely  to  cost  more 
than  the  japs  pay  far  it!  More 
on  Nintendo  was  the  intro¬ 
duction  of  the  four  player 
adaptor  for  the  Gameboy. 

With  the  Super  NES  about 
to  spring  onto  Ae  US  market, 
NEC  US  have  decided  to 
drop  the  price  of  their  Turbo- 
Grafx  16  console  to  $99.99 
including  Free  Bonk!  (!!).  On 
the  software  side,  on  show 
was  A.Panza  Kick-  boxing, 
Bonk’s  Revenge  (PC  Kid  2), 
Davis  Cup  Tennis  (Tennis 
Cup),  a  boxing  game  called 
Champ-  ion’s  Forever,  plus 
others.  Bomber  Man  was  also 
present,  with  NEC  running  a 
contest  at  the  show. 

High  light  of  the  show  for 
the  MegacMve  was  the  show¬ 
ing  of  Sonic  the  Hedge  Hog, 
plus  the  follow-up  to  Mickey 


Mouse  -  House  of  Illusion 
with  Fantasia. 

Other  new  machines 
to  spring  up  to  be  released 
officially  was  SNK’s  Neo 
Geo  and  Commodore’s 
OTTV  machine. 

Other  new  devices  in¬ 
cludes  the  chair  with  a  joys¬ 
tick  attached  to  the  right  arm 
rest.  By  swaying  your  body 
left,  light,  forwards  and 
back,  you  imitate  the  direc¬ 
tional  commands,  while  the 
fire  button 
on  the  stick 
- — emulate  nor- 
mal  fire  but¬ 
ton  con- 

^  trols.There 

- j -  was  also 

— — I -  lots  of  new 

i  infra-red 

Hilli  HIP  joypads 

and  sticks 
^  for  various 


^  trols...  in¬ 

cluding  the  Super  Famicom 
(NES) !!!. 

NEC  also  displayed  ’NID’ 
-  New  Interactive  Display.... 
running  on  the  PC  Engine  + 
CD-Rom...  although  hooked 
to  other  BIG  hardware.  NID 
is  a  system  of  compressing 
100  times  of  information 
onto  a  CD  than  possibly 
before.  This  should  open  up 
bigger  things...  especially  to 
fiill  motion  video  in  games. 
If  NEC  can  produce  this  for 
the  Engine  with  little  addi¬ 
tional  hardware  (instead  of 
the  giant  harware  on  show), 
it  could  rival  other  machines 
like  CDI.  We  hope  and  wait 
with  baited  breaA. 


T wo  new  joypads  for  the 
Super  Famicom  will  be 
available  in  August....  one 
from  Ascii  and  the  other 
from  Hudson,  Ascii's  is 
much  more  advanced  as  it 
has  Tuibo  and  auto-fire 
switches  for  all  six  fire  but- 


tons,  plus  a 
slow-mo 

switch  (tog-  ^ 

gles  the 

Start  button 

like  on  the 

Engine). 

The  price 
for  Ascii's 
will  be  2980 
yen.  Hud- 
son's  is 

similar,  but  only  Turbo-fire 
switches  for  the  standard 
four  fire  buttons.  No  price 
have  been  fixed  for  the  lat¬ 
ter.  All  you  waiting  for  a 
prop^  joystick  won't  have 
to  wait  long  either,  as  one 
is  soon  to  be  released 
looking  very  much  like  the 
analogue  ones  for  the 
Engine  and  Megadrive. 

Software  wise,  top  soft¬ 
ware  house  Konami's  next 
game  will  be  the  ever 
popular  Castlevania,  to  be 
released  on  8meg  cart 
planned  for  October.  The 
game  won't  be  a  conver¬ 
sion  of  the  coin-op  (thank 
god  -  as  I  thought  that  ver¬ 
sion  was  well  crap!)  but  a 
new  one...  the  few  screen- 
shots  available  shows  it's 
very  much  like  the  action 
part  in  Actraiser. 

As  Wimbledon  disap¬ 
pears  off  our  saeens,  how 
about  Tennis  on  the  SF? 
Well,  you  can  in  August 
asTonkin  House  are  to 
release  Super  Tennis.  The 
game  looks  very  much  like 
Namco's  brill  Tennis  game 
ont 


ter  graphics...  and  if  s  bang 
right  up  to  date,  as  it  features 
players  called  -  Lendou, 
Obekka,  Mackun,  Edobou, 
Selese,  Gurafe...  and  even 
Wagasi,  and  Capria...  with 
cartoony  faces  of  the 
playersll  You  can  play  on 

Hard,  Lawn  or 
Clay  courts, 
and  Singles 
or  Doubles 
matchs.  Out 
on  4meg 
cart...  looltB 
greatll  Oh 
yeah...  the 
players  also 
makes 
remarks... 
when  you 


r  'SUP«^3 
l>OCMfCaRD  # 

•'V-i 


•J 


win...  you  get  'Yeahl'  and  lose 
-'SHir  (!!). 

With  Rakjen  just  out  for 
the  Megadrive...  the  vertical 
shoofem  up  will  be  converted 
for  the  SF  on  8meg  cart  for 
sometime  August.  What  can  I 
say  about  it  -  it's  an  ace  coin¬ 
op  -  and  graphically  it  looks 
very  good. 

Joe&Mac  (or  Ninja  Cave¬ 
men)  release  in  the  arcades 
in  February,  will  appear  for 


Joe  8.  fl\AC 


the  SF  around  September, 
and  looks  amazingly  dose  to 
the  coin-op.  The  two  player 
option  will  definitely  be  in¬ 
cluded  into  the  game.  Brilll 
From  Jaleco,  who  haven't 
made  a  great  impact  on  the 
SF  yet  with  Big  Run  and 
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SF  yet  with  Big  Run  and 
Super  Baseball,  should 
make  a  bigger  impact  with 
their  game  E.D.F. ,  a 
fabalous  looking  horizontal 
shoot’em  up  set  for  Sep¬ 
tember. 

From  the  brits,  namely 
Psygnosis,  the  absolutelu 
brilliant  Lemmings  is  cur¬ 


rently  been  converted  to  the 
SF,  and  to  be  released  in 
japan  by  Sunsoft.. 

Currently,  the  game  looks 
identical  to  the  Amiga  ver¬ 
sion,  although  the  icon 
selectors  have  been  im¬ 
proved.  Unfortunately,  no 
release  dates  have  been 
given. 

The  best  RPG  ever 
produced  has  got  to  be 
Dungeon  Master  from  FTL, 
and  the  SF  versionwill  be 
out  sometime  September, 
on  a  whopping  8meg  cart  + 
256  SRAM.  The  game  will 
be  a  whole  lot  better  than 
previous  releases  because 


Ghosts,  or  Chohmak- 
aimura,  which  looks  totally 
awesome  -  better  than  the 
sequel  coin-op  game. 
Infact,  the  first  level  is  quite 
similar  in  style  to  G  'n'  G 
as  you  battle  it  out  in  the 
forest,  drop  down  the  cliff... 
but  now  face  a  giant  Vul¬ 
ture  that  lays  (or  croaks) 
baby  birds. 
Second  stage  is 
on  the  ghost  in¬ 
fested  pirate  ship 
with  a  deadly 
octopus-monster 
at  the  end...  but 
you’ll  have  te  get 
on  a  raft  to  reach 
him!  I  can’t  wait!! 
Expected  out 
fromAugust.  Cap 
com,  as  well  as 
UN  Squadron, 
soon  to  be  re¬ 
leased,  will  next 
do  a  RPG  called 
Breathof  Fire...  I 
hope  it’s  playable!!!  No 
released  dates  for  this. 

Soccer  fans  are  in  for  a 
treat,  what  with  Imagineer 
soon  te  releases  Pro 
Soccer  (Kick  Off  2),  but 
Human  is  to  release  an¬ 
other  footie  game  set  for  a 
December  release.  How¬ 
ever,  unlike  Pro  Soccer, 
the  game  is  played  in  3D., 
well,  sort  off...  it’s  viewed 
more  like  45  degrees  from 
the  ground,  and  like 
Human’s  Engine  soccer 
game,  looks  like  it  plays 
the  same  too  asit  features 
the  same  pointers.  Should 


2  r  300 
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it  will  use  all  of  the  screen, 
so  you  get  a  bigger  3D  ac¬ 
tion  window.  Should  be 
great...  but  alas  the 
japanese!!! 

The  game  to  look  out 
however  if  you  own  a  SF  is 
Capcom’s  Super  Ghouls  ’n’ 


be  good!  Human  are  also 
programming  a  wrestling 
game  for  the  SF,  and  it 
looks  again,  very  much  like 
their  Erigine  game  (Fire 
Pro) ,  viewed  in  the  same 
manner  and  same  type  of 
graphics.  No  planned 


release  date  for  this. 

Also  set  for  December, 
froma  company  called 
Atena,  will  be  a  vertical 
shoot’em  up  called  Strike 
Gunner  (S.T.G.)  -  a  con¬ 
version  of  their  own  coin¬ 
op  which  was  only  re¬ 
leased  this  year.  The  game 
looks  brilliant  with  two 
player  actionup  against 
some  hugh  ships,  and 
awesome  weaponry  as 
usual  -  laser  cannon,  sonic 
wave,  mega  beam,  comrad 
fighter,  homing  missiles.... 

If  you  liked  Nectaris  on 
the  PC  Engine  -  the 
strategy  war  game,  then 
you  should  check  out  Hud¬ 
son’s  Easth  Light,  a  similar 


in  style  war  game  but  out  in 
space  itself,  and  featuring 
strange  space  crafts,  and 
weaponry.  As  the  main 
screen  only  feature  6  com¬ 
mands,  it  should  hopefully  be 
as  easy  to  play  as  Nectaris. 
This  8meg  game  should  be 
available  around  September. 
Apart  from  the  above,  there 
are  also  a  number  of  RPG, 
sport  and  war  games  in  the 
works.  It  looks  like  the  SF  is 
beginning  to  take  off  to  com¬ 
mand!! 

And  from  US  firm  UN,  they 
are  to  convert  Smash  TV, 
WWF  Wrestlemania 
Challenge  and  the  Simpsons. 
Things  are  looking  really 
great  for  the  SF..  Super  NES. 


PORTABLE 

MACHINES 


GameGear _ 

You  can’t  own  a  Sega  with¬ 
out  Outnin,  and  it’s  should 
be  available  early  August.  As 
it  goes,  it’s  very  much  like 
the  Master  System  version... 
what  can  you  expect? 

Taito’s  verticd  shoot’em 
up  Halley  Wars  should  now 
be  avail^le,  and  looks  fairly 
good.  Not  content  with  GG 
Shinobi?  Well,  how  about 
Rastan  Saga?  Well,  the 
muscle  bound  barbarian 
should  beout  mid.  July., 
graphics  are  rather  sinall,  but 
it  should  hopefully  play  well. 

But  bluest  news  is  that, 
US  Gold  is  platming  to  con¬ 
vert  Kick  Off  the  wicked 
footie  game  to  the  GGear,  al¬ 
though  it;s  unlikely  to  appear 
imtil  next  ye^.  Howevo'... 
the  programming  team  that’s 
suppose  to  be  doing  the 
project  -  will  be  Tiertex  -  one 
of  the  worst  teams  in  my 
opinion ! !  Other  games 
plaimed  by  them  includes 
conversion  of  Wwld  Class 
Leaderboard,  and  Indiana 
Joies  and  the  Last  Crusade. 

Lvm _ 

The  list  of  games  soon  to  be 
converted  to  the  power  port¬ 
able  includes:  Xybots, 
Blockout,  Hard  Drivin’, 
World  Class  Soccer,  Ishido, 


NFL  Football,  Gridnmner, 
Rolling  Thunder,  Told,  Golf 
Challenge,  Bill  &  Ted’s 
Excellent  Adv.,  STUN  Runner, 
Basketbrawl,  Viking  Child, 
Jui^ard  Dog,  HOckey,  Cabal, 
Gridnmner,  Checkered  Flag, 
Lynx  Casino,  Cyberball,  and 
Ehrty  Larry.  Hopefully,  these 
games  will  come  out  t^fore  the 
end  of  the  year  is  up! 

Gamebov — 

Hottest  game  to  be  released  for 
the  GB  has  got  to  be  Konami’s 
sequel  -  Castlevania  11,  with  the 
same  type  of  game  but  more 
difficult  tasks  to  preform,  and  a 
whole  lot  bigger  game  too. 
Looks  real  cool!  Out  mid  July. 

The  other  big  game  has  to  be 
Capcom’s  arcade  adventure 
Redman  World,  coming  end 
of  July,  and  again  this  one 
looks  Mega  too....  I  can’t  wait! 
They  are  converting  Who 
Framed  Roger  Rabbit  too. 

From  Taito  in  August,  will  be 
Elevator  Action,  the  wacko 
platform  g^e  as  you  go 
around  avoiding  or  shooting  the 
gansters,  robots,  dogs,  etc... 

From  US  Acclaim,  there  will 
be  Simpson’s  in  Escape  From 
Carr^  Deadly,  and  The 
Punisher  (op-wolf  style  game). 

Teemo  are  converting  Ninja 
Gaiden  for  the  GB  too,  and 
Super  Bowl. 
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WITH  the  2meg  System 
card  for  the  normal  CD-Rom, 
and  Super  Rom  coming  out.  a 
number  of  companies  are 
producing  games  already  to 
use  the  feature.  Hudson  Soft 
has  a  whole  line  up.  These  in¬ 
clude  Far  East  of  Eden  II  -  the 
RGP  sequel;  A  vertical 
shoot’em  up  from  the  progam¬ 
mer  of  Super  Star  Solder  with 
cartoon  graphics  featuring 
Bomber  Man  ship,  Paioceaser 
ship  and  PC  Engine  ship;  An 
advanced  version  of  Populous 
featuring  more  new  woulds 
and  different  graphics  includ- 
ing  Bomber  Man  world, 
Cubics,  etc.;  Seibu’s  vertical 
shoot’em  up  Raiden  Tai, 
another  shoot’em  up  but  hori¬ 
zontal,  a  wicked  looking 
Adventure  game,  and  a  RPG. 
Then  there’s  Prince  of  Persia, 
that  wicked  action  platform 
game  which  looks  ace  (better 
graphics  than  the  Amiga  ver¬ 
sion  as  it’s  converted  from  the 
Japanese  PC  version).  From 
Riverhill  Soft  there’s  Burai 
II...  another  RPG,  the  first  one 
is  not  even  out  yet,  but  that 
should  be  available  early 
August  with  some  fabalous 
graphics.  From  Naxat  Soft, 
there  to  be  a  conversion  of 
Technos’  Double  Dragon  II 
which  lokks  real  ace!  (Time  to 
get  a  CD-Rom  guyzz! !) 

Latest  license  from  NEC 
Avenue  is  Taito’s  coin-op 
shoot’em  Up  Darius  H.  Yep! 
after  the  original  successful 
conversion.  Avenue  is  to  con¬ 
vert  the  sequel  and  again  will 
be  released  on  CD-Rom  first., 
that  is,  if  it  does  get  onto 
HuCard.  Judging  by  the  bril¬ 
liant  conversion  of  the 
original,  the  sequel  should  be 
worth  waiting  for,  and  better 


than  the  megadrive  version 
which  is  not  quite  100%  ac¬ 
curate  with  missing  bosses, 
and  extra  items  like  die  smart 
bomb  thing.  As  yet,  there  are 
no  screen  shots  of  the  engine 
version,  or  release  dates,  but 
as  you  all  know.  Avenue  are 
not  the  fastest  programming 
team  aroud!  NEC  Avenue’s 
crossbreed  of  Space  Harrier 
and  Fantasy  Zone,  where  you 
play  Opa  Opa  (the  craft  from 
FZ)  in  a  3D  shoot’em  up  like 
SP  but  feature  FZ  characters 
and  scenery.  As  with  FZ, 
there’s  also  the  shop  where 
you  can  buy  all  those  lovely 
weapons.  The  game  will  be 
out  on  CD,  so  the  music 
should  be  good!  No  release 
date. 

Another  great  looking  con¬ 
version  is  1941  -  Counter 
Attack  from  Hudson  Soft  on 
8meg  HuCard  for  the  Super 
Grafx.  The  graphics  are  really 


superb,  (and  a  whole  lot  bet¬ 
ter  than  Naxat’ s  1943)  which 
are  extremely  well  defined 
and  shaded...  veru  close  to  the 
coin-op.  The  game  features 
two  player  simultaneous  ac¬ 
tion  too.,  if  you  got 
a  SG,  then  this 
one’s  the  one  to 
get.  Out  end  of 
August.  After 
Power  League  3, 
you’d  expect 
Power  League  4 
won’t  you?  And 
you’d  be  right... 
Hudson’s  latest 
baseball  game  hits 
the  engine  on 
4meg  card  early 
August.  Late 
September  sees 
another  sequel  - 


Neutopia  II,  an  action  role 
play  game,  and  will  be  on  a 
whoj^ing  6meg  card. 

Nichibutsu’s  FI  Circus  ’91 
should  be  out  as  you  read  this 
on  4meg  Hucard.  The  game 
will  basically  be  the  same  as 
the  original  but  feature  a 
training  sec¬ 
tion,  more 
realistic  and 
accurate 
tracks,  and 
some  others. 
A  CD  ver¬ 
sion  is  also 
planned. .  and 
likely  to  use 
the  2meg 
system  card. 
With 
Hudson’s 
soccer  game 
already  out, 
Naxat  Soft 
has  licensed  Technos  Soft’s 
football  game  -  the  one  that 
has  appeared  on  the  NES... 
the  one  with  similar  graphics 


to  Dodge  Ball.  As  yet,  no  release 
dates  or  even  if  the  game  will 
appear  on  format...  likely  to  be 
on  CD  though. 

NCS  (Masaya)  are  current¬ 
ly  converting  the  megadrive 
game  Monster  Hunt  to  the  PC 
Engine,  although  it’s  likely  to 
become  an  adventure  game  in¬ 
stead  on  CD-Rom,  like  Cobra. 
They  are  also  programming  a 
RPG  based  on  fantasy  comic 
called  Wares  Blade. 

Namco  will  be  releasing  a 
horse  racing  game  end  of 
September.  The  game’s  not  one 
of  those  betting  ones,  but  you  ac¬ 
tually  take  control  of  the  horse 
and  riders  as  you  go  round  the 
course  jumping  the  obstacles  and 
collecting  or  avoiding  icons 
which  help  or  hinder  you.  Each 
race  has  six  competitors,  and  up 
to  four  human  players  can  par¬ 
ticipate  -  so  more  multi-player 
interaction!  Looks  great! 

Taito  are  planning  to  con¬ 
vert  3  of  their  coin -op  games  for 
the  engine  all  on  HuCard.  The 
first  will  be 
Hit  The 
Ice,  an  ice 
hockey 
game  with 
real  ace 
graphics.  A 
nice  touch 
to  the  game 
is  that,  you 
get  to  beat 
your  op¬ 
ponents 
up!!!  Out 
in  late 
September. 
The  other 
two  are 
cute  arcade 


Vllljs  HoePT  CHARficnA  ffiCBS  nik. 

HANpy  0AU>y' 
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actions  ones...  one  has  real 
cute  graphics  and  very  much 
like  Parsol  Stars...  another  se¬ 
quel?  More  on  these  in  future 
issues. 

From  Innovations  in 
Recreational  Electronic  Media 
(IREM  to  you  and  me)  comes 
Team  Irem,  a  dual  player 
motorbike  rcaing  game  in  the 
same  line  as  Namco’s  Final 
Lap  Twin  as  the  game  is  split 
screen.  The  game  should  be 
available  in  July  sometime  on 
4meg  card. 


iti&Ti'S  TWfln  (Hern  WaNhi 

Lastly,  if  you  liked 
Human’s  Fire  Pro  Wrestling, 
then  the  sequel  will  be  out 
around  August  called  Fire  Pro 
Wrestling  2nd  Bout,  on  4meg. 

The  game  looks  and  I  suppose, 
plays  the  same  but  have  four 
modes..  Excite  Series,  World 
Championship  Series,  Super 
Tournament,  and  Elimination 
Match.  The  characters  are 
more  in  line  with  Japanese 
profession  wrestling  as  most 
of  them  are  Japanese,  although 
one  looks  like  Hulk  Hogun, 
another  like  the  Ultimate 
Warrior,  and  another,  a  green 
devil  like  creature!!! 


THE  UmMflTE  FOR  CONSOLE  ENtERtAfNMENt 


35  Cullercoate  Road,  t^ton  Castle,  Sunderland,  SR5  3AZ. 
Office  Hours  :  Mon-Thurs  (9  till  7)  and  Fri-Sat  (9  till  5) 


\zzt  SEGA  MEGADRIVE  ;  SUPER  FAMICOM  ;  P.  C.  ENGINElcn| 
GAMEBOY  :  GAME  GEAR  ;  RING  FOR  LATEST  DEALS 


MEGADRIVE 

Sonic 

£  33.99 

FAMICOM 

Actraiser 

£  36.99 

Hardball 

£  35.99 

F-Zero 

£  37.99 

Marvel  Land 

£  34.99 

Gradius  III 

£  35.99 

Alien  Storm 

£  33.99 

Pilotwings 

£  37.99 

Star  Control 

£  38.99 

Super  Mario 

Hole  in  One 

£  38.99 

D.  J.  Boy 

£  18.99 

£  37.99 

Ghostbusters 

£  18.99 

Tel  091  5498807  For  Latest 

Musha 

Twin  Hawk 

Axis 

£  18.99 
£  18.99 
£  18.99 

GAME  GEAR 
Shinobi 

£  23.99 

Eswat 

£  18.99 

Micky  Mouse 

£  21.99 

Dick  Tracy 

£  27.99 

Wonderboy 

£  21.99 

Arcus  Odyssey 

£  33.99 

Chase  H.Q. 

£  21.99 

Gaiares 

£  27.99 

G  -  Loc 

£  21.99 

Hard  Drivin 

£  18.99 

Monaco 

£  21.99 

Mickey  Mouse 

£  22.99 

Devilish 

£  21.99 

Magical  Hat 

£  22.99 

Pengo 

£  21.99 

Sword  of  Sodan 

£  18.99 

For  U.S.A.  add 

£  2.00 

Tel  091  5498807  For  Latest 

Tel  091  5498807  For  Latest 

'"^CARTRIDGE  EXCHANGE  SERVICESi:f!| 

We  also  stock  a  vast  selection  of  used  carts  in  our 
^op-shop  priced  from  £12  and  exchanges  from  £3^ 


carts.  We  have  over  130  MEGADRIVE  titles,  150  on  the 
P.C.  ENGINE  and  all  FAMICOM  &  GAME  GEAR  carts 
In  multiples  of  six  to  ten  so  there  is  little  or  no  wait  for 
your  selection  and  remember  we  were  first  on  the  scene 
and  will  remain  the  (j.K.s  No  1  PREMIER  HIRE  CLUB. 

LIFE  MEMBERSHIP  £5.00  and  hires  from  f^.OO  per  week. 

V  FOR  MORE  DETAILS  SEND  LARGE  S.  A.  E.  J 


ATTE^^'ION  RUN  JAP  CARTS  ON  YOUR  BRmSH 
-  CONVERTOR  NOW  ONLY  £  9.95 


MEGADRIVE/  PC  ENGINE 


£3.00  PER  EXCHANGE 


GAMES  EXCHANGE 


RICHARD  BURROWS 
13,  KENLEY  AVE. 

WIBSEY.  BRADFORD.  BD6  3JB 


TEL:  0274  572237 
RING  BEFORE  SENDING 
ANY  CARTRIDGES 


COMPO.  . 


Yes,  the  thing  you ’ve  been  waiting  for,  the  c<mpo.  results  of  the 
one  we  did  in  issue  19...  so  if  you  didn ’t  enter,  HA!  you  didn’t  win! 
Anyway,  the  winner  of  the  game  cf  that  person ’s  choice  is: 

Derek  Garforth  of  Norfolk 

You  lucky  sod  will  be  getting  your  winning  game  out  of  my  own 
pocket  (who  says  I’m  mean!?). 

The  answers  if  you  didn ’t  get  them  were: 

1.  Mario,,  the  ruddy  italian 
2.  Mickey  Mouse,  apart  from  Fantasia  am ’t  act 
3.  PC  Kid  or  Bonk!..  Copt.  Caveman  eat  your  heart  out 
4.  R-9...  just  like  the  space  shifttle 
5.  Shinobi  (Joe  Mushaslu)...  never  talk  about  a  Ninja.. 

6.  Bub  &  Bobb...  ruddy  cute  fellows..yuk! 

7.  Pacman...  greedy  fat  sod 

8.  Sonic...  what  a  crap  game  eh  ?  Worst  than  Breakout 
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HATRIS 

PC  Engine  by  Microcabin  -  Supplied  by  Console  Con. 


Ever  since  Tetris,  there 
have  been  many  spin  offs  of 
the  game,  some  good,  but 
quite  a  few  not  too  hot. 
However,  Hatris  is  not  a  bad 
game  -  although  it’s  just  tooo 
easy. 

The  game  is  similar  to  tetris 
in  that,  objects  fall  into  a 
column  which  you  can  move 
before  placing  them  at  the  bot¬ 
tom,  and  game  ends  when  the 
objects  reach  the  top  of  the 
screen.  However,  in  this  case, 
Hatris  has  6  heads  at  the  bot¬ 
tom  of  the  screen,  and  pairs  of 
hats  fall  down  the  screen.  On 
level  1,  there  are  only  three 
types  of  hats.  Before  the  hats 
hit  the  heads,  you  can  move 
the  pair  left  and  right,  swap 
the  two  around  and  pull  them 
down.  The  objective  is  to 
stack  5  hat  of  the  same  style 
on  to  of  each  other,  where 
they  will  disappear.  Like 
Faces  and  Spinpair,  once  one 
of  the  pair  of  hats  hits  the 
stack,  it  will  break  off,  so  you 


can  move  the  other  hat  (if  you 
have  room!). 

After  a  certain  number  of 
hats  have  fallen,  you  will  be 
able  to  sell  certain  types  of 
hats  (eg.  get  rid  of  one  type  of 
hat  on  the  screen)  thus  help¬ 
ing  you.  Unfortunately,  once 
you’ve  got  rid  of  that  par¬ 
ticular  type,  you  can’t  get  rid 
of  it  the  next  time.  As  you 
progress,  an  extra  hat  will  be 
added  to  the  game  making  it  a 
tad  more  difficult,  until  you 
get  6  hats!  However,  during 
die  game,  flames  or  ice  some¬ 
times  replaces  a  hat.  A  flame 
will  remove  a  hat  (or  hats  of 
the  same  type)  when  it 
reaches  a  stack,  and  the  ice 
removes  a  complete  stack  of 
hats  whatever  the  type,  al¬ 
though  neither  will  work  on 
the  crowns,  the  last  hats  that 
appear.  And  that’s  basically 
it! 

Graphics  are  nice,  but  not 
the  best...  and  there  are  no 
especially  brilliant  features  of 


the  game...  no  extremely 
detail  graphics,  no  multi- 
I»rallax  scrolling,  no  anima- 
tirai,  etc.  Soundwise,  there  are 
some  nice  tunes,  but  again  on 


the  very  average  side,  with 
not  much  ^t  effects. 

As  a  puzzle  game  goes, 
it’s  quite  playable  and  when 
there  are  more  than  4  types  of 


hats,  it’s  mind  boggling,  and 
get’s  you  in  a  real  panic  espe¬ 
cially  when  a  stack  of  hats  nears 
the  top.  The  game  features  9 
levels,  with  6  shop  difficulties. 
The  latter  is  like  Game-  boy 
Tetris  ’B’  game,  where  a  load  of 
hats  appear  at  the  bottom  of  the 
screen  when  you  start. 
Unfortunately,  it’s  not  a  real 
taxing  game...  it  relies  very 
much  on  luck,  more  than  on  skill 
and  quick  thinking.  It’s  like 
playing  tetris  and  waiting  for  2 
long  ones  to  arrive  in  a  row... 
which  rarely  happens!  The  game 
doesn’t  speed  up  either...  so  it’s 
quite  easy  to  complete.  In£w;t, 
on  my  first  real  go,  I  completed 
the  hardest  difficulty  level... 
once  that’s  done...  I  never  played 
it  again. 

Overall,  it’s  certainly  not  as 
good  as  Tetris,  columns,  spinpair 
or  Quarth....  worth  a  go,  but  not 
woi^  the  price. 

Graphics  -  65% 

Sound  -  60% 

Playability  -70% 

Lastability  -50% 

Overall  -  65% 

Onn 


SNOW  BROS  JR. 

Gameboy  by  Naxat  -  Supplied  by  Console  Concepts. 


Unlike  Jonathan  Woss,  I’m 
not  a  great  fan  of  the  coin-op, 
and  it’s  certainly  one  of 
Toaplan’s  lesser  games. 
Basically,  the  game’s  a  wipp- 
off  of  Taito’s  Bubble  Bobble, 
but  in  this  case,  you  control 
Nick  Jr.  (a  snowman)  who 
must  wid  all  the  nasties  on 
each  of  the  platforms  levels. 
To  do  this,  Jr.  can  chuck  snow 
at  the  nasties,  which  stops 
them  in  their  tracks.  By  con¬ 
tinuing  chucking  snow  at  the 
beasties,  you  can  fully  cover 
them  in  to  a  giant  snow  ball, 
where  you  can  push  it  around, 
or  launch  it  -  sending  it  woll- 
ing  until  it  crashes  into  a  wall, 
killing  the  buggers  that’s  in  it. 
Should  the  wolling  snowball 
hit  any  other  nasties,  they  are 
history  too! 

The  baddies  come  in 
several  guises  -  including 
baboons  that  wonder  up  and 
down  and  along  the  platforms, 
dragons  that  breath  fire  which 
can  melt  you,  birds  that  swirl 
and  turn  into  tornadoes  and 
home  in  on  you,  etc...  Aswell 
as  chucking  snow,  Jr.  can 


jump  to  avoid  the  critters,  this 
jr.  does  by  an  impressive 
somersault. 

Just  little  Bubble  Bobble, 
killing  the  little  blighters 
sometimes  leave  items  be¬ 
hind.  Most  of  the  time  items 
left  only  give  extra  points 
when  collected,  but  at  times 
potions  are  leff  which  can 
help  if  collected.  These  in¬ 
clude  the  ability  to  throw 
snow  further,  give  bigger 
snow,  speed  you  up  and  turn 


you  into  a  giant  floating 
blimp! 

After  completing  several 
stages,  you  get  to  face  the 
boss.  Killing  it  is  quite  easy  to 
do.  The  first  big  creature  will 
move  around,  and  chuck  eggs 
at  you  that  hatch  into  crea¬ 
tures.  You  have  to  ’snow’ 
them,  and  chuck  the  snow¬ 
balled  creature  at  the  boss  - 
several  hits  and  it’s  a  gonna. 
Killing  the  boss,  and  you  enter 
a  bonus  where  you  can  earn  an 
extra  life  or  potion  by  guess¬ 
ing  the  correct  route  when  you 
launch  a  snowball.  Letter 
icons  can  also  be  picked  up, 
and  if  you  can  get  all 
to  spell  ’SNOW’  then 
you  gain  an  extra  life. 

Later  levels  be¬ 
come  more  tricky  with 
more  difficult  layouts 
of  platforms  including 
slopping  slides,  and 
high  platforms  you 
can’t  weach,  and  more 
and  meaner  nasties. 

Graphics  are  very 
good  -  not  highly 
detailed  or  anything 
spectacular  though. 
Sound  it  a  par  with 
several  jolly  tunes  and 
appropriate  sound  FX. 


» 


continue? 

CKESIT  lO 
r«£!i  STRUT 


As  I’m  not  a  fan  of  the  coin-op. 
I’m  not  too  keen  on  the  game- 
boy  game  -  it’s  playable,  but  a 
bit  wepetitive.  If  you  like  the 
coin-op,  then  go  for  it.,  although 
it  lacks  the  cuteness  of  the 
graphics  because  of  the  loss  of 
colour.,  something  that  went 
well  on  the  coin-op  -  but  if  like 
me,  try  it  first! 

Gr^ics  -  85  % 

Sound  -  80% 

Hayability  -75% 

Lastability  -70% 

Overall  -  75% 

Orm 


SMM  JR.  QtUCK 

frTfl  n»sTY...e^]/r  mm  we  ortie<. 
tnMws. 
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ZERO  WING 

Megadrive  by  Toaplan 


Marc:  TOAPLAN’S  latest 
shoot  ’em  up  arrives  on  the 
MD,  but  is  it  good  enough  to 
succeed  in  an  already  crowded 
sector?  Well . 

The  game  starts  up  with  a 
very  nice  (and  fairly  long) 
intro  sequence,  in  the  Japanese 
cartoon  style  and  accompanied 
by  some  decent  music.  The 
fomiliar  options  are  here: 

Level  (Easy,  Normal,  Hard), 
Player  (1, 2,3,4),  Sound  Test 
and  Rapid  (On/Off).  Selecting 
Start  sets  of  another  intro  se¬ 
quence  showing  your  space¬ 
ship  launching  from  a  spaces- 
tation  (again,  very  well  done). 

Two  of  the  three  buttons  are 
used;  either  ’A’  or  ’C  fires 
the  current  weapon  and  ’B’ 


The  music  is  good  (if  a  lit¬ 
tle  quiet)  and  suits  the  game 
well;  the  sound  effects  are 
standard  and  uninteresting. 

Toaplan  have  borrowed 
heavily  from  other  games 
with  ^o  Wing  -  the  grabber 
idea  is  clearly  ripped  off  from 
’Gaiaires’,  the  ’arms’  from 
’R-Type’  are  here  and  some 
end  of  level  guardians  are 
very  reminiscent  of  ’Hellfire’. 
However,  there  are  some  nice 
ideas  incorporated;  I  par¬ 
ticularly  liked  the  borers 
which  clear  a  path  through  for 
your  ship  and  the  large  head¬ 
like  guardian  which  spits 
laser  fire  at  you. 

The  main  problem  with 
’Hellfire’  was  die  appalling 

ZeAO  V«IN&  '■ 

TinOBS  ft 
EMo  oe 

teee>. 

Tite  «>ecr 


activates  a  beam  which  can  be 
used  to  grab  enemies  and  fire 
them  like  a  normal  weapon! 

There  are  various  power  ups 
available:  Blue  (laser).  Green 
(Homing  missiles),  R^  (stan¬ 
dard  weapon),  sp^  up,  1  up 
and  lOup  (!!!!).  However,  the 
red  weapon  doubles  up 
depending  on  the  order  you 
collect  it  in;  if  you  collect  it 
first  you  get  multiples,  if  you 
collect  it  aft^  ct^ecfing  mul¬ 
tiples  it  gives  you  the  standard 
weapon. 

Gameplay  is  fairly  standard 
shoot  ’em  up  action  -  pretty 
fast  and  frenetic,  blast  every¬ 
thing  on  screen  and  defeat  end 
of  level  guardians  to  progress. 

The  graphics  throughout  are 
very  well  done  -  nice  use  of 
colour,  fairly  well  defined  and 
pretty  interesting.  The  scroll¬ 
ing  is  smooth  (left  to  right)  al- 
thou^  what  ujydown 
scrolling  there  is  seems  a  little 
jerky.  "Ae  end  of  level  guar¬ 
dians  are  large,  move  well  and 
are  generally  impressive. 


slowing  down  -  here  it  isn’t 
nearly  so  bad  and  only  occurs 
when  the  screen  is  genuinely 
busy.  There  are  a  few  flaws 
with  Zero  Wing.  Firstly,  there 
are  infinite  continues 
(WHY?!!!)  and  secondly,  the 
Easy  level  is  too  easy  (al¬ 
though  the  levels  themselves 
sometimes  cause  a  few 
problems,  most  of  the  guar¬ 
dians  are  ridiculously  simple 
to  defeat).  I  managed  to  get  to 
level  7  (diere  are  8  levels 
shown  in  the  booklet)  on  my 
first  sitting  (using  continues 
though). 

The  thing  is,  the  temptatirm 
is  to  set  the  game  to  Easy  and 
use  the  continues  and  I  can 
see  most  shoot  ’em  up  fans 
completing  the  game  like  this 
without  any  problems.  For 
Lastability,  tbrd  level  should 
be  select^  and  the  Continue 
option  ignored 

This  is  certainly  one  of  the 
best  shoot  ’em  ups  I  have 
played  for  a  long  time  on  the 
MD  but  not  the  best  on  the 


GAMES  REVIEWS 


machine  by  a  long  way. 

Probably  worth  getting  as  a 
follow  up  to  Hellfire,  but  be 
aware  of  the  difficulty  setting 
as  playing  on  Easy  level 
could  seriously  d^age  your 
lasting  interest  in  this  game! 

Graphics  -  85% 

Sound  -  82% 

Lastability  -  80% 

Playability  -  88% 

Overall  -  84% 


Dan: 


Toaplan,  the  masters 


of  the  shoot-em  up,  are  back 
with  another  game.  And 
guess  what?  Yep,  it’s  a  shoot- 
em  up! 

The  game  starts  off  with  a 
fairly  interesting  type  of  intro, 
in  which  a  strange  looking 
guy  called  CATS  (eh?)  who 
has  no  feet  and  a  ridiculous 
haircut,  suddenly  appears  and 
starts  jabbering  on  (in 
japanese,  unfortunately).  We 
then  see  a  blonde  hair^  chap 
who  starts  whining  (»i  about 
something  called  2G  (eh?). 
Okay,  so  perhaps  1  lied,  the 
intro  is  actually  a  load  of  bol¬ 
locks.  But  what  about  the 
game? 

Zero  Wing  is  pretty  much 
the  sort  of  game  we’ve  come 
to  expect  from  Toaplan.  You 
know;  three  different  wea¬ 
pons  (Red,  Blue,  and  Green. 
Green  being  a  rather  groovy 
homing  weapon,  and  the 
other  two  being  fairly  star- 
dard  laser  type  weapons).  8 
levels,  slightly  too  easy  dif¬ 
ficulty  levels  (But  of  course, 
anyone  with  h^f  a  brain  will 
set  the  difficulty  level  to  hard 
before  playing  the  game),  and 
pretty  ^mn  good  game  play. 
The  graphics  as  you  would 
expect,  are  good,  and  the 
sound  is  up  to  the  usual  high 
standards  of  Toaplan  games. 

There  really  isa’ t  much 
else  I  can  say  about  this 
game.  While  I  could  spend 
ages  craping  on  about  all  the 
minor  details,  I  just  can’t  be 
bothered  (Mr.  Foord  always 
does  that  anyway,  so  what’s 
the  point?).  If  you  like  this 
type  of  game.  Zero  Wing  will 
ptol^ly  be  your  cup  of 
Darjeeling,  but  if  not,  it 
probably  won’t  appe^. 


Graphics  -  85% 
Sound  -  90% 
Playability  -  85% 
Lastability  -80% 

Overall  •  86% 


Marc:  Taito’s  games  on  the 
MD  to  date,  on  the  whole,  have 
been  disapiwinting  and  Fire 
Mustang  doesn’t  look  as  if  it’s 
going  to  change  that 
If  you  can’t  guess  from  the 
title,  this  is  yet  another  shoot 
’em  up  for  the  MD,  and  guess 
what?  it’s  horizontally  scroll¬ 
ing!! 

The  game  starts  up  with  a  nice 
enough  title  screen  (although  no 
intro  or  music  at  all)  and  there 
are  no  options  available. 

Pressing  Start  brings  up  a  map 
showing  the  part  of  the  world 
which  you  will  be  attacking.  The 
scenery  changes  according  to  the 
country. 


The  first  thing  which  strikes 
you  about  Fire  Mustang  is  the 
very  poor  gtrqrhics  -  there  is 
some  fairly  fast  parallax  (al¬ 
though  it  isn’t  very  srruMth)  but 
the  blocky  chunks  of  back¬ 
ground  that  are  being  scrolled  to¬ 
tally  spoil  the  effect  The  lack  of 
colour  doesn’t  help  and  to  really 
put  the  boot  in  the  end  of  level 
guardians  glitch  like  mad!  The 
enemy  sprites  are  often  small 
and  a  lot  of  the  time  you  lose 
what’s  going  on  because  they 
merge  in  with  the  background! 

At  points  digitized-looking 
pictures  appear  and  these  look 
terrible  (what  were  they 
digitized  on,  a  speccy?!!).  It 
makes  you  wonder  why  the 
programmers  bothered  incor¬ 
porating  these. 

Sound  doesn’t  help  matters; 
the  music  is  awful  with  horrible 
little  tunes  that  don’t  really  suit 
the  game.  Sound  effects  are  very 
boring  and  sound  like  those  of  a 
10  year  old  coin-op! 

The  gameplay  is  all  standard 
stuff  -  no  new  ideas  here  i’m 
afraid.  The  power-ups  are  unin¬ 
ventive  and  very  bonng  and  the 
levels  seem  far  too  short 

There  are  7  levels  in  all  (with 
2  continues)  and  I  managed  to 
get  well  into  level  4  on  my  first 
go  (and  on  subsequent  goes); 
however,  level  4  suddenly  be¬ 
comes  h^  (not  a  gradual,  subtle 
change  in  difficulty  but  instead 
you’re  suddenly,  after  3  levels  of 
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GAMES 


FIRE  MUSTANG 

Megadrtve  by  Talto-  Supplied  by  Megaware/Console  Con. 


easyness,  plunged  into  ^eat 
difnculty! !).  Irving  said  that, 
most  experienced  shoot  ’em 
up  fans  will  have  no  (n^oblems 
with  this  game. 

There  is  nothing  special  at 
all  about  this  game  and  I  can’t 
really  see  anything  to  recom¬ 
mend  it  -  even  to  shoot  ’em  up 
£ans. 

Save  your  money  -  we  all 
know  what  the  MD  can  do,  so 
why  take  second  (or  in  this 
case  third!)  best? 


Graphics 

Sound 

Hayability 

Lastability 

Overall 


56% 

57% 

68% 

50% 

58% 


the  coin-op  industry,  Jaleco 
would  win  it  every  time,  I 
mean,  have  you  ever  seen 
Exeiizer?  Hahahai).  The 
game  consists  of  seven  levels, 
each  one  (n-etty  much  the 
same.  You  know  the  sort  of 
thin,  fly  along,  shoot  planes, 
bomb  tanks,  pick  up  power 
ups,  kill  the  boss,  move  onto 
the  next  level  This  type  of 
game  has  been  done  many 
times  before,  and  often  much 
better.  If,  however,  shoot’em 
ups  are  your  ’bag’,  (as  they 
are  mine),  you  will  probably 
derive  some  enjoyment  from 
the  game. 

Technically,  Fire  Mustang 
is  nothing  special:  The 
graphics  are  very  average. 


RK6  tWSTWC)...  THtrr  yov  6/6...  PLAwe  / 


Dan:  Hey!  P47  on  the  MD 
at  last!  Well,  it’s  been  a  long 
time  coming  but...  what’s  that 
you  say?  It’s  not  P47?  Oh 
well,  I  guess  I’ll  start  again. 
Fire  Mustang  is  a  horizontally 
scrolling  shoot’em  up,  similar 
in  style  to  P47,  but  as  you 
would  expect  from  Taito,  it’s 
not  as  crai^y  as  Jaleco’s 
game.  (Let’s  face  it,  if  there 
was  an  award  for  ’arsehdes  of 


with  dull  backdrops  and 
writes,  and  very  bland 
cdouring.  Musically,  the 
game  is  nothing  special  tech¬ 
nically,  but  I  though  the 
music  was  kind  of  interesting. 

Take  a  look,  but  don’t  ex¬ 
pect  to  be  blown  away. 

Graphics  -  55% 

Sound  -  80% 

Playability  -75% 

Lastability  -65% 

Overall  -70% 


WARDERER  SPECIAL 

Megadrive  by  Vlaco  -  Thanks  to  Megawaia  for  the  loan. 


^^£irc:  I  can’ t  admit  to 
ever  playing  this  in  an  arcade, 
but  from  the  MD  ctmversion, 
it  doesn’t  look  like  i’ve 
missed  a  mega  cdn-op. 

To  be  fair,  Wardner  Special 
is  one  of  the  better  recent  MD 
releases  (however,  that  really 
isn’t  saying  all  that  much 
with  the  dire  quality  -and  dis¬ 
tinct  lack  for  Aat  matter-  of 
games  over  the  last  few 
mraiths!!!). 

Being  a  fan  of  platform 
games,  I  was  looking  forward 
to  Wardner,  pohaps  hoping 
for  a  game  to  tide  me  over  be¬ 
tween  Mickey  Mouse  and 
Smiic  the  Hedgehog. 

Wardner  seems  to  be  a 
variant  of  Wonderboy  -  the 
only  real  difference  is  this 
game  scrolls  up  and  down  as 
well  as  left/right. 

The  idea  is  basically  to  take 
control  of  a  fat  dwarf 
(honest!)  and  make  your  way 
through  each  level  killing 
everything  which  gets  in  your 
way  with  your  fire  shot 
weapon.  Hatforms  and  all 
sorts  of  pitfalls  (eg:  holes, 
lava,  crushers  etc)  not  to 
mention  no  end  of  evil  crea¬ 
tures  are  out  to  make  life  dif¬ 
ficult  for  you. 

At  the  end  of  each  level 
there  is  a  guardian  which 
stands  betweoi  you  and  a 
shop  or  the  next  level  At  the 
shops  you  get  the  chance  to 
buy  goodies  such  as  super 
shot  which  all  improve  your 
chances  of  getting  further  into 
the  game. 

"nie  start  up  of  Wardner  is 
very  unimpressive  -  a  title 
screen  pops  up  togetho-  with 
some  cute^  music  and  font’s 
your  lot!  No  options  are 
available  (unless  very  clever¬ 
ly  hidden).  Pressing  Start 
Imngs  up  a  sequence  (which 
can  be  skipped  through) 
showing  what  is  presurnably 
foe  story  (in  Japanese  of 
course)  and  some  stills. 

Then,  "hi  ho,  hi  ho,  it’s  of 
to  work  we  go" ! ! !  Oops! 

Sorry,  I  couldn’t  resist  that 
one!!  The  graphics  are  o.k, 
but  that’s  as  f^  as  they  go. 
Some  quite  nice  parallax  is 
used  in  jiaces  (only  2  layer 
though)  and  there  are  plenty 
of  odours  but  it’s  just  that  foe 
overall  effect  is  a  little  ’tacky  ’ 


E 


looking  and  very  lo-res  all 
round.  The  music  is  quite  hor¬ 
rendous!  The  same  s^  tune 
keeps  repeating  itself  and  1 
r^idly  found  my  hand  going  for 
the  volume  ccmtrol.  Sound  d- 
fects  are  also  poor  with  some 
nas^  litde  noises  popping  up 
throughout  the  game. 

There  are  also  a  few  annoying 
bits  to  contend  with.  For  in¬ 
stance,  foere  is  a  part  where  you 
must  stop  and  duck  to  miss 
blades  v^h  move  back  and 
forth;  here  the  sprite  detection  is 
so  soisitive  sometimes  you  see 

ourself  clear  a  Made,  (^y  to  be 

illed! 

There  seems  to  be  some  very 
irritatingly  designed  levels  in 
this  game,  and  some  {dtyers  may 
well  find  foe  whde  affair  far  too 
frustrating  to  actual^  keq>  with 
it  for  aity  length  of  ti  me.  On  the 
other  hand,  many  people  will 
find  this  attractive  and  may  well 
get  hooked  on  trying  time  and 
time  again  to  do  a  particularly 
tiresome  part. 

This  is  not  an  easy  game-  there 
are  6  levels  shown  m  the  booklet 
(however,  I  don’t  know  how 
many  more  foere  are  after  foat).  I 
managed  to  get  to  level  3  by 
which  time  I  was  really  getting 
very  annoyed  indeed  wifo  the 
game!  However,  patience  al¬ 
lowed  me  to  get  much  further. 

You  are  given  5  lives  an  d  7 
continues  which  seems  fair  con¬ 
sidering  the  difficulty  level.  I 
don’t  Imow  what  the  ’Special  ’ 
part  is  about  -  as  I’ve  never 
played  the  coin-op  I  couldn’t 
say,  however,  if  this  is  an  im¬ 
proved  version  of  the  arcade 
game  I  couldn’t  have  been  very 
spectacular. 

Not  an  bad  game,  but  never¬ 
theless  certainly  not  an  excellent 
one. 

Proceed  with  caution  -  get  a 
look  at  this  first. 


Graphics 

Sound 

Playability 

Lastability 

Overall 


70% 

65% 

80% 

80% 

80% 
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OPEN  FORUM 


Got  an  unwanted 
game,  want  a 
certain  piece  of 
software,  have  a 
message  to  teii.. 
then  write  in  to 
the  usuai 
address! 


lLI 


& 


Ic/^ 


Sonic  the  Hedgehog  for 
sale  £25  (Mint  condition) 
Tel:-  Wayne  (0443) 

431995 

Wanted:  CD-Rom  with  or 
without  games.  Also 
wanted:  R-Type  II...  both 
must  be  real  cheap. 
Contact  Gavin  De  Bank, 

46  Ughtfoot  Rd.,  Uttoxeter, 
Staffs.  ST14  7HB. 


Amstrad  GX4000, 2 
joypads,  Burnin'  Rubber, 
TV  Lead,  P.S.U.,  Excellent 
condition.  1 1  months 
guarantee.  £55  inc.  p+p. 
Tel:  0443  430042.  Ask  for 
Craig.  Any  time. 

Son  of  Dracula  (PC 
Engine)  for  sale  OR  would 
swap  for  Jackie  Chan 
(must  be  in  mint  condition) 
Also  Bonanza  Bros. 
(Megadrive)  for  sale.  Tel: 
Wayne  (0443)  431995. 

For  Sale:  Pal  PC  Engine 
£85.  Mr.  Heli  (Brand  New) 
£14.  Red  Alert  (CD)  £20. 
Image  Fight  £14.  Ninja 
Spirit  £17.  The  Kung  Fu 
£8.  Strider  (MD)  £22.50.  2 
player  adaptor  £10.  Tel: 
0278-780796.  Alternatively 
anyone  interested  in 
swappxng  their  PC  Engine 
CD-Rom  +  interface  + 
control  card  (no  Enginel) 
for  a  scart  Megadrive, 
PSU,  Leads,  2  joypads,  7 
games,  boxed  in  ace 
condition  +  scart  booster? 
If  not,  the  above  is  for  sale 
as  £200. 


q±A 

*  Tam  thinking  of  buying  a  PC 
Engine...  I  would  like  to  know  if 
Sp&to-  House  is  identical  to  its 
arcade  counter  part  with  the 
same  music,  sound  effects  and 
mphics? 

Richard  Wagstaff,  Notts. 

I’ve  only  played  the  coln-op 
once  so  can’t  confirm  if  its 
dose  to  the  coin-op  or  not, 
however,  ifs  looks  it,  and  it 
was  a  big  hit,  so  it  must  be 
quite  close. 

*  I  can't  seem  to  get  enough 
money  on  Sim  City,  I've 
increased  taxes,  but  still  don't 
get  a  profit! 

Ifs  best  not  to  increase  taxes 
too  much...  stick  with  around 
7%  as  this  will  keep  the 
people  in  the  city.  Make  sure 
you  build  industrial  sites  away 
from  residential  areas...  Try  to 
build  a  residential  area  wim 
NO  roads,  just  light  rail 
around  them,  with  park  areas 
and  see  the  small  houses 
turn  to  large  sky  scrapersll 
The  best  thing  is  the  have  a 
block  of  reddential,  next  to 
commerdal,  then  Industrial. 


(Mail  order  only) 
223b  Waterioo  Road, 
Cobridge  S.O.T. 
Staffs  ST6  2HS 
(Registered  Office) 

0782  213993  (Evenings)  i 

(orders  only) 


A  DIVISION  OF  P.C.  ENGINE  SUPPLIES 


(Shop  +  mail  order) 

Console  Concepts 
Ttie  vniage 
Newcastte-U-Lyme 
Staffs  STS  1QB 
712759 
Daj^ime 

Orders  *  enquiries 
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Telephone  0782  712759  (9.00  am  to  6.30  pm)  0782  213993  (6.30  pm  to  8.00  pm)  (Orders  only) 

All  enquiries  daytime  number  only.  Trade  enquiries  welcome.  Access  and  Visa  now  accepted  VAT  No.  536820245.  Fax  No.  0782  208429 


NINTENDO 

GAMEBOY 


NINTENDO  GAMEBOY 

UK/USA 

Top  10 

1.  WWF  Buparstara  WrastHng 

34.00 

2.  Cenlra  (Opartton  C) 

24.00 

3.  Bubble  Bobble 

21X0 

4.  CaatoSan 

34X0 

5.  8nawBi«e 

illXO 

6.  MtefcayMouaal 

21.D0 

7.  R-Typa 

21.D0 

8.  FaataalLap 

21X0 

4  0.  BouMardaah 

21.00 

.  lO.WnJa  Turtles 

24X0 

NINJA  TURTLES 

24.00 

BATMAN 

24.00 

DOUBLE  DRAGON 

21.00 

24.00 

%  CHASEHO 

21.00 

22.00 

GREMLINS  II 

24.00 

21.00 


HUNTFOR  RED  OCTOBEROmO 

BOUIDERDASH 

1  MAN  AND  HIS  BLOB 

PACMAN 

FI  SPIRIT 

NEMISIS 

PINBALL  PARTY 

BUBBLE  BOBBLE  21.00 

SUPER  SCRABBLE(NEW) 

R-TYPE 
NAVY  BLUE  90 
PIPE  DREAM 

PRINCESS  BLOBBETTE(NEW) 
BASES  LOADEDplEW) 

FASTEST  LAP 
FI  BOY 

GODZILLA  21.00 

NOBUNGAS  ABITION  (RPG)(MW) 
ROBOCOP 
PON  KOTSU  TANK 
CONTRA 
PACMANpiCMQ 
BOMBER  MAN 
MICKEY  MOUSE  II 
DODGEBALL  SOCCER 
LUCKEY  MONKEY 
r  ROLANDS  CURSE 
t  THE  SIMPSONS 
SHANKHAl 
GARGOYLES  QUEST 
CHESSMASTEROtEW) 

>  CAESARS  PALACEOIEW) 

OUARTH 

GHOSTBUSTERSII 
POWER  CHASE 
PAPERBOY 
SKATE  OF  DIE 
MEGA  MAN 
KUNG  FU  MASTER 
DRAGONS  UUR 


PC  ENGINE 


24.00 

21.00 

21.00 

24.00 

21.00 

24.00 

21.00 

24.00 

24.00 

20.00 

21.00 

24.00 

24.00 

24.00 

21.00 

21.00 

24.00 

28.00 

24.00 

21.00 

24.00 

24.00 

21.00 

21.00 

21.00 

21.00 

21.00 

24.00 

24.00 

24.00 

24.00 

24.00 

24.00 

24.00 

24.00 

24.00 

24.00 

24.00 

24.00 

24.00 


TOPRVE 

1.  L«9tnd  ofTomna 

2.  Advantura  Island 

3.  Final  Match  Tannis 

4.  JacMachan 
9.  Hatria 
NEW  GAMES 
SONOFDRACULA 
DEAD  MOON 
POWER  ELEVEN 
SUPER  PANG 
HELLFIRE 

SHERLOCK  holmes 
RAIZE  XANDE 
COBRA  1 1 
DOWNLOAD  II 
TITO  WRESTLING 


£3S  e  PAP 
£39  *  PAP 
£39  e  PAP 
£39  ♦  PAP 
£39  e  PAP 

£9S 

£35 

£35 

CALI  FOR  PRICE 
CALI  FOR  PRICE 
CALI  FOR  PRICE 
CALL  FOR  PRICE 
CALLFORPRCE 
CALI  FOR  PRICE 
31.00  e  PAP 


POPULOUS  (Basarv  Back  Up)  40.00  e  PAP 


MNIFNDO 
S'JPFH  FAM  Ce‘.' 
JAPAMFSf  CAH15 


SUPER  R  TYPE  CALL 

SUPER  MARIO  WOLRD  45.00  e  PAP 
F-ZERO  41.00-f  PAP 

FINAL  FIGHT  45.00  e  PAP 

PILOT  WINGS  41.00  ♦  PAP 

POPULOUS  35.00  e  PAP 

ACTRAISER  41 00  ♦  PAP 

EDEN  41.00  ♦  PAP 

DRAKHAN  4100  e  PAP 

AUGUSTA  GOLF  45.00  e  PAP 

SUPER  DEFORMA  35.00  e  PAP 

BOheOOZAL  28.00  e  PAP 

GRAOlUSIIi  31.00  e  PAP 

DARIUS  TWIN  50.00  e  PAP 

BIG  RUN  41.00  e  PAP 

SIM  CITY  50.00  e  PAP 

BASEBALL  45.00  e  PAP 

MNTMIDO  SUPER  FAMICOM  (SCART) 
PACK1 

Supar  Famicoffi  Scarf  Power  Supply  *  ail 
taada  1  FREE  gama  of  our  choieo:* 

GRAOlUSU 

Chooaa  BOMBOOZAL 

from  POPULOUS  or 

SUPER 
DEPORMER 

e  2  FREE  oamaa  of  your  chotea  £338.00  e 

£8  pAp  naat  day  dativary 

MNTBIDO  SUPER  FAMICOM  (SCART) 

♦  1  FREE8Mia£315eE8p*p 
Al  our  Su^r  Fainioefna  ara  ful  guarardaod  and 
aralaatadbafora  daapaieh.  WabaliaaaourTV 
aarabn  of  la  Super  Famooni  le  hawa  on  of  tha 
baatpicfuraaonthanailiat.  Look  out  lor 
rau^aa  ro  ooma  to  aaa  kwofking  In  ourahop 
_ Conaola  Conoapti.  _ 


PC  ENGINE  PAL  or  SCART 
FREE  sama  of  your  choioo 
£1ASA  pep 
or 

2  FREE  gamoaof  our  choioo 


PC  BIGWIE  HANDHELD  A 
FREE  (SAME  £270  A  PeP 
e  FREE  GAME  OF  YOUR  CHOICE 
HUNDREDS  OF  GAMES  AVAAABLE 


WETSY  TO  OPPER  THE  PASTEtTHAR.  ORDER 

8ERVICEPOR  ALL  CONSOLE  9IVNERA  AU 
QOODS  ARE  WORMAI  LT  OBVATOIED  WITtoN  M 

HOURl  (OR  COOECTSD  P  REOURBD  PROM  OUR 

RETAR.  tHOn  THERE  ARE  ALWAYS  NEW 
ODIMaESSTARTCilO  UPSI  8UMI1S8  OPPERWO 

■LLYPRICCS^OPPIRS.  WSHAVBSEDiTHOE 

E  AND  00(10011  THROUm 

- >TCA»f  MONEY  OR 

MSTOOL  WEHiWE 

SE  m  SMPPiVaiQ  COMOIE  00008  POR  OVBI  t 

VI  years  AND  HAVETHOLAANDSOP  RIDUUR 

AN0SATWPICDCUET0MBI8.  PUL 
CtadVTERMEP  ORDEMNO  STETBC(VOUR  OWN 

OUSTOMiER  NUM8ER  POR  PAfTER  ORDEMNO 

AND  BMUMCS  ON  ORDER.  3  TEL^NONE  UNA 


EXCHANGE 


PART  CDIANOE  NOW  AVAILA8  LEON  AIL  OUR 


TB.  0781  TIMM  ONLY 

DO  NOT  RPIO  POR  ElOMNA  PMCa  AND  LISTS 
SBtoSAETONOfOaALAOOHaSHAISCED 
ESOUIOE  OR  CALL  ABOVE  MIMI WS  BO  NOT 


ATARI  LYNX 


RDSomcM 
ZARLOR ICRC8URY 
siocKovr 

tMMilQNPai - 

CALfOfaSAOAMEt 
WARSWOS 
OAUNTlfTII 
CHESS  CHAUiaWM 

RVQAR 

SHMIOAI 

KLAX 

BLUEUONTNNO 
CHIPS  CHALLENGE 
SIECTROCOP 
MS  PACMAN 
PAPERBOY 
RDADMA8T&W 
RAMPAGE 


aa.a» 

fS.to 

80.80 

00.01 

ta.tt 

M.09 

00.09 

00.09 

00.09 

54.99 
M.99 
M.99 
0I.fi 
00.9S 
00.9S 

8.99 
02.9S 
00.99 
00.99 


NEW  TTTIES  ARfWtlG  EVERY  WEEK  FROM  UJA 
ANY  GAM  B8  NOT  RELEASED  WU  K  WBfT  (MDAY 
OF  RELEASE 


GmE  GEAR  ♦  FREE  owns  £125.00 pSp 
GAMES  ALL  £24  8  p«p 
SEGAQAIC  QEAIITOPS 
1. 


DomerTY 
CHUBEHO 
OEVUMH 
POP  BREAKER 
HEAOSUBTER 


2.  MCKEYMOUSE 

3.  CHASEHO 

4.  WOM7CRBOY 

5.  MONACOOP 

KMETICOOliCCnON 
MICKEY  MOUSE 
WONOEIMOY 
WOODY  POP 
PS  YCMC  WORLD 
SUPER 
MONACOOP 

iiwcsi 


SEGA  MEGADRIVE 
SPECIAL  OFFERS 


ANY  OMIE  FRGMTHE  LIST  BELOW  fSOAO  «  PSP 
(PiMttiada  dtoiitonrhdtoi) 
ELBMNTALMASTW)  AXM 

GANOEROtBSSn  MUBHAAISBTE 

HARODfIVM  CRAO(DOWN 

SHADOWOMCER  QRANAQAX 

ARfOVFLASH  DJBOY 

ATOMCROBOdO 

FATUAN  BUYSOAMOFROM 

ESWAT  TMSCOLUMNE109S 

BATTIE  SQUADRON  P^P 


MEOAOnVE  OR  FAIiCOM  CARRY  Aa 
PC  BIOilMMNOfiAR  CARRY  AU. 
UGHTSOY 

QAMOOYCARRYCA8E 
OAMBOV  STBROMIPURER 
ARCADE  POWER  STICK 
ISOAMME  OUBISOf«| 
BUPiRRMBCOMPUBTCOVER 
ISOADMPAO 

ISOAORNS  PAOAUraiVSif  tLOMO 
4M>liam99M9f«Mf«a0IOS  ♦ 


LYNX  IMAaCARPnCMC 
LYNX  LARGS  CARRY  CASE 
JAP  TO  UCAfiAP^  POR  MSOADIBVE 


SEGA 

MEGADRIVE 


19.99 

10.99 

19.99 

9.99 

19.00 
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The  following  games 
are  not  ’complete’ 
reviews  as  to  really 
’get  into’  them,  you 
really  need  to  known 
japanese...  but  as  a 
taste,  should  they 
ever  appear  in 
english  format...  will 
they  be  worth 
checking  out? 

EDEN  fGALEENl 

SuMr  Famicom  -  by  Seta 
Supplied  by  Console  Concepts 

Eden  (it  could  be  called  a 
host  of  other  names  but  we 
hope  all  stick  with  this  (Mie... 
it’s  easier  to  remember  and 
prononce!)  is  a  traditional 
RPG  in  the  same  style  as  the 
Gameboy  version  of  Final 
Fantasy  Legend  meaning  it’s 
completely  in  japanese,  and 
not  quite  as  playable,  so 
this  will  not  be  a  proper 
review  of  the  game.  It’s  a 


real  shame  the  game  is  in 
japanese,  as  1  really  love  this 
type  of  RPG,  and  although 
you  may  think  you  could 
struggle  through  the 
japanese....  think  again,  as  it 
contains  quite  a  fait  bit  of  it 
Tapping  one  of  the  pad  but¬ 
tons  brings  up  a  bar  at  the  top 
of  the  screen  with  half  a  dozen 
options,  pick  one  of  these,  and 
another  menu  with  another 
half  a  dozen  options,  pick  one 
of  these,  and  another  submenu 
pops  up.... 

Anyway,  back  to  the  game 
in  general...  the  story  goes, 
the  intro,  you’re  in  a  space  sta¬ 


tion  which  suddenly  gets 
damaged  some  way  or  other, 
and  plummets  towards  a 
planet...  but  of  course  releases 
an  escape  capsule,  and  lands 
safely.  Like  most  RPGs  and 
FFL,  you  get  an  angled  top- 
down  view  and  you  control  a 
bloke  with  the  pad.  As  you 
walk  along,  the  screen  scrolls 
smoothly  around  you.  You 
also  get  a  small  box  showing 
your  Hit  Points,  magic  energy 
and  something  else.  As  you 
walk  along,  you  can  meet 


people  who  you  can  talk  to  - 
but  alas  in  japanese,  and  at 
times  ambushed  by  monsters. 
When  this  happens,  the 
screen  blanks  out  and  shows 
the  monsters  on  screen.,  these 
range  from  slugs,  small  in¬ 
sects,  rats.-  to  snakes,  giant 
insects,  hellhounds,  witches 
and  dinosaurs.  You  are  then 
given  a  set  of  six  options 
(again  all  in  japanese). 
Unfortunately,  this  is  what 
makes  the  game  difficult  to 
play  as  you  haven’t  a  clue 
what  each  does.  The  first  will 
stand  and  fight  using  your 
main  weapcm  -  your  laser, 
another  seems  to  run  (after 


selecting  another  from  a  sub¬ 
menu),  and  another  seems  to 
use  additional  weapons  like 
bombs.  Whatever  the  case, 
you  must  reduce  the  monsters’ 
hit-points  to  zero  to  kill  them 
before  your  HP  is  gone  if  you 
stand  and  fight.  Should  you 
win,  you  will  gain  experience 
and  Gold.  Once  you  reach  the 
castle,  you’ll  find  more  people 
to  talk  to,  chests  which  you 
can  open  to  reveal  items  (no 
idea  what!),  strange 
human-like  figures  that  saves 
your  position  so  you’ll  start 
here  should  you  die  (with 
additional  HP)  and  another 
that  will  restore  your  HP  and 
magic...  and  then  theres  a 
nasty  giant  spider  to  kill 
which  require  quite  a  number 
of  hits  to  kill !  After  the 
spidy...  you  can  exit  the  castle 
and  enter  the  woods,  where 
you’ll  see  a  fairy  batheing, 
and  will  help  you  on  your 
quest...  she’s  pretty  cool  as 
she  has  magic  powers!  You 
can  then  head  for  the  hills,  kill 
more  monsters,  talk  to  a  few 
more  people...  and  suddenly 
get  locked  up  in  a  cell  by  a 
couple  of  hog-guards...  and 
this  is  as  for  as  1  got  as  1 
couldn’t  figure  out  how  to  get 
out.,  if  you  could  indeed! 
Eden  looks  a  well  ace  game, 
but  the  lack  of  english  text 
makes  it  slightly  unplayable. 
Graphics  are  very  good,  noth¬ 
ing  particulaiily  spectacular 
that  the  MD  or  Engine 
couldn’t  handle,  and  sound  is 
just  as  good  with  several 
tunes,  and  sound  FX.  Ace 
game...  we  wait  for  the 
english  version! 


>fx)  mno€A.  iHTV  fi  CL£f\HiN6  Vfe  ease 
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CCffiRAJL^SPACE. 


PC  Engine  by  Hudson 
CD-Rom 

Supplied  by  Console  Concepts 

As  this  is  an  adventure  game  - 
it’s  not  very  playable,  but  as  it’s 
not  that  complex  -  requiring  you 
to  pick  from  a  choice  of  things  to 
do,  it’s  quite  possible  to  get  quite 
far  into  the  game  without  kiow- 
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ing  a  word  of  japanese. 

But  why  would  you  want  to 
get  throu^  the  game?  Well, 
Cobra  11  features  some  great 
graphics,  superb  music  and 
sound  fx,  and  an  action  packed 
and  quite  mysterious  stotyline. 

If  you  missed  the  original 
Cobra  game,  the  ’Cobra’  is  a 
super  hero  based  on  a  famous 
japanese  comic.  This  blonde 
beety  fellow  not  only  always 
smokes  a  fat  cigar,  crmtinuely 
meet  sexy  women,  but  one  of  his 
arms  conceal  a  power  laser!  And 
Cobra  is  the  man  you  control. 

When  you  start  the  game,  you 
see  Cobra  ’ride’  on  his  hover- 
bike  and  stop  at  a  deserted  area 
with  only  a  western  style  bar 
present,  all  accompanied  by 
some  music  and  appropriate 
sound  FX.  Once  he’s  striped, 
you  will  be  presented  at  the  b^- 
tom  of  the  screoi  some  info.. 
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plus  a  choice  of  options...  in 
Japanese.  The  first  option  is 
usually  always  ’look’  com¬ 
mands,  with  the  others  been 
action.  If  you  get  the  right  one 
(it’s  best  to  start  at  the  top  op¬ 
tions,  and  work  your  way 
down),  you’ll  hear  footsteps 
walking  on  gravel,  then  a  shot 
of  the  saloon’s  swinging 
doors,  which  open  with  a  loud 
’creeek’.  From  which,  you  see 
the  customers  turn  around  and 
stare  at  yoa  Again,  by  picking 
the  correct  options,  you  make 
your  way  to  the  bar  where  an 
alien  is  leaning  -  this  bar  in¬ 
cidentally,  is  a  bit  like  ’Star 
Wars’  with  a  number  of  wier- 
dos.  You  then  decide  to  talk  to 
the  bar  man,  and  then  to  the 
alien.  This  guy  doesn’t  seem 
to  like  you  or  what  you  said, 
as  he  suddenly  pulls  out  a 
flickering  blue  light-dagger 
and  charges  for  you! !  You  of 
course  can  admire  the  device, 
or  kick  the  blighter  in  the 
hows-your-faAer...  the  latter 
option  seem  more  appropriate. 
However,  this  bugger  has  two 
friends,  and  they  spring  up 
from  their  chairs  across  the 
bar,  armed  with  laser  guns... 
do  you  wait  or  remove  your 
artificial  arm  and  show  them 
what  pretty  lights  you  can 
preform?  If  you  choose  the  lat¬ 
ter,  you’ll  die,  ’cos  the  two 
goons  will  shoot  you  before 
you  can  shoot  them.  However, 
if  you  die,  you  can  start  again 
from  the  place  just  before  you 
died,  so  you  can  choose  the 
other  option.  Here,  two  shots 
are  fir^  but  not  from  the  two 
aliens...  tltey  drop  to  the 
ground  to  reveal  behind  them 
a  rather  shapely  female  with  a 
rather  long  gun.  Who  is  she? 
Why  did  she  help  you?  Where 
was  she  from?  Is  she  marriMl? 
Why  does  the  Del  Monte  say 


’Yes’? 

Later  on  (if  you  get  it 
right),  you  go  to  the  grave 
yard,  shot  by  the  same 
female,  taken  1^  an  army  of 
cyborgs,  esct^  them  and  fly 
off  in  a  space  craft,  land  in  an 
mysterious  cuty...  and  it  goes 
on. 

Graphics  are  real  neat,  with 
some  good  but  simple  anima¬ 
tion  effects,  and  some  ace 
touches,  ie.  There’s  a  part 
where  Cobra  shoots  two  shots 
at  two  cyborgs,  hits  one,  mis¬ 
ses  the  other  as  the  baddies 
rushes  for  you,  but  the  laser 
swoops  around  and  hit  the 
bugger  in  the  back! 

Sound  varies,  but  fit  well 
with  the  game.  When  nothing 
exciting  is  happening,  you  get 
a  rather  dull  tune,  but  when 
things  hots  up,  so  does  the 
music.  FX  are  excellent  with 
’Star  Trek’  sliding  doors, 
grinding  stone  blocks,  roar  of 
tile  engines  when  you  start 
your  bikes,  etc.. 

Overall,  Cobra  is  not  a 
game  you  should  rush  out  and 
buy,  because  it’s  a  very  basic 
adventure-style  game,  and 
with  the  Japanese,  haven’t  a 
clue  what  you’re  doing  until 
you  activate  them.  BUT,  it’s 
certainly  worth  checking  out 
especially  if  you  can  borrow, 
hire  or  get  it  dirt  cheap! 


Tte  NBsty  fKom  co&w  jr 


GAMES  REVIEWS 


DRAKKHEIi 

Super  Fatmcom  by 
Kemco/infogrammers 
Supplied  by  Console 
Concepts 


When  1  first  saw  Drakkhen  on 
the  Amiga  a  few  months 
back,  I  wasn’t  too  impressed 
with  it  -  grap^hics  are  really 
awful,  very  little  sound,  and 
the  gameplay  didn’t  attract 
me...  not  to  mention  hying  to 
get  past  the  drawbridge  with 
the  jumping  man  eating 
shark,  that  killed  you  straight 
away  if  you  didn’t  walk  into 
the  castle  at  the  right  time  - 
and  that’s  right  at  the  begin¬ 
ning  of  the  game!! 

The  S.F.  version  is 
basically  identical  to  the 
Amiga  and  other  computer 
versions  with  very  minon  dif¬ 


save/load,  enter/disable  fight 
mode.,  etc. 

The  game  is  played  in  two 
modes  -  controlling  the  entire 
group  or  single  player.  As  a 
group,  they  ^1  move  off  screen 
and  you  can  walk  around  the 
place  like  playing  Mercenary. 
However,  when  walking  around, 
nasty  creatures  sometime  appear 
to  attack  you,  and  when  this  hap¬ 
pens,  your  team  will  re-emerge 
to  battle  it  out  withe  the  attacker. 
Like  most  RPGs,  killing  crea¬ 
tures  gains  you  experience... 
leading  to  increase  in  HP  and 
gold.  Of  course  the  monsters  can 
hurt  you  too.  When  you  reach  a 
certain  place,  your  team  comes 
out  again  where  you  can  control 
one  of  the  team.,  you  can  go 
alone,  or  get  the  rest  to  follow 
you.  Li  this  mode,  you  can  use 
the  icons  to  switch  off  barriers, 
pickup  objects,  and  so  on.  Your 


ferences  like  layout,  and  no 
ridiculous  man-eating  fish  to 
worry  about  -  thank  God!  In 
other  words,  I  didn’t  like  it! !! 

Anyway,  I  might  aswell 
describe  the  game  in  general  - 
although  I  never  played  the 
original  more  than  a  few 
minutes,  therefore  haven’t  a 
clue  what  some  the^lions 
are.,  especially  as  the  S.F. 
version  is  in  Japanese!! 

Anyway.,  when  you 
start,  you  can  go  straight  into 
the  game  with  the  4  default 
characters,  or  select  your 
own.  Once  started,  you  get 
the  main  screen  showing  a  3D 
view,  with  info.,  and  icons  at 
the  bottom  of  the  screen. 
These  show  the  4  characters 
inyour  party...  fighter,  mage, 
etc..  The  icons  are  the  com¬ 
mands  you  issue  to  the  team  - 
you  can  look  around,  speak  to 
people,  push  buttons. 


first  objective  is  to  find  the 
prince  -  which  incidentally  is  a 
giant  ugly  beast.,  so  not  a  good 
idea  to  attack  him...  which  I  did 
the  first  time,  and  my  team  got 
totally  wiped  out  in  a  matter  of 
seconds.  If  you  talk  to  him, 
you’ll  gain  some  useful  info.,  but 
of  course,  been  Japanese  -  totally 
useless  unless  you  speak  the 
lingo.  Also,  behind  tire  prince  is 
a  doorway  (which  you  can’t  see 
because  of  his  fatness!)  which 
leads  to  a  room  containing  a  suit 
of  armour,  which  you  can  nab, 
and  put  on  one  of  your  party. 

As  mentioned  at  Ae  start, 
graphics  are  awfiil...  not  detailed 
and  bery  bland  Sound  is  mini¬ 
mal  with  only  sound  FX  when 
you’re  fighting  and  when  an 
enemy  makes  some  noise. 
Overall,  I  can’t  recommend 
lirakkhen..  it’s  not  playable  with 
all  the  Japanenes,  and  not  that 
much  playable  if  it  was  in 
english  for  that  matter! 
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WELL,  well,  well!  THE  most 
hyped,  most  eagerly  awaited 
MD  game  ever  iindly  makes 
an  appeziznce.  The  questions 
remain  -  do  we  believe  the 
hype,  and  was  it  worth  the 
wait? 

I  don’t  think  there  is  anyone 
who  hasn’t  see  a  screenshot, 
preview  or  advertisement  for 
this  game!  We  are  made  to 
believe  this  is  "The  Best  Game 
Ever"  and  we  are  also  given 
the  quote  "The  biggest  and 
best  thing  ever  seen  on  the 
megadrive"  from  Mean 
Machines.  So,  it’s  down  to 
business... 

The  game  stans  in  style  widi 
a  larger  than  usual  Sega  logo 
and  a  sampled  voice  ’singing’ 
"SEGA"  (a  very  clear  sample 
too!!).  The  now  famiUar  title 
screen  pops  up  (with  Sonic’s 
head  bobbing  up  into  the  pic¬ 
ture  and  his  ringer  moving 
from  side  to  side).  A  lovely 
looking  parallax  river  scrolls 
by  and  some  twee  music  plays 
fora  short  while  before  the 
game  goes  into  demo  mode. 

The  version  I  bought  was  a 
Genesis  cartridge,  so  we  get 
English  instructions  and  one 
of  those  odd  shaped  carts!! 

The  pdicy  of  programmers 
in  the  USA  seems  to  be  quite 
different  from  those  in  Js^n. 
Whereas  we  almost  always  get 
options  on  Japanese  games, 
here  we  get  none  at  all!  So  no 
setting  it  on  Easy  mode  and 
completing  it  in  an  hour!!!! 

The  idea  of  the  game  is  quite 
simple  -  Sonic  must  get  to  the 
end  of  the  level  within  10 
minutes.  However  there  are 
rings  to  collect  and  nasties  to 
avoid.  As  Sonic  you  have  3 
lives  to  complete  the  game  (!) 
and  if  you  are  hit  when  you 
aren’t  carrying  any  rings,  it’s 
goodbye  to  a  life.  If  you  are 
carrying  rings  when  you  are 
hit,  they  are  scattered  and  you 
must  run  around  the  screen  re¬ 
collecting  them! 

Left  and  right  move  Sraiic  in 
that  direction  (walking),  hold¬ 
ing  either  will  cause  him  to 
pick  up  speed  and  start  run¬ 
ning.  Messing  down  whilst 
moving  causes  Sonic  to  roll 
into  a  ball  and  smash  into  any 
creatures  that  are  in  the 
vicinity.  Pressing  A,  B  orC 
whilst  moving  causes  Sonic  to 
do  a  spin  attack  (similar  to  the 
somersault  in  Super  Shinobi!) 
and  hitting  anything  whilst  in 
this  state  kills  any  nasties  that 


SONIC  THE  HEDGEHOG 

Megadrive  by  Sega  _ 


are  around.  I  say  kill,  but  this 
is  in  fact  untrue.  An  evil  (mad) 
scientist  has  caiXured  innocent 
animals  (boo!  hiss!)  and 
turned  them  into  evil  robots 
(oh  no! !).  Hitting  one  of  these 
evil  robots  actually  releases  a 
cute  furry  bunny  ora  little  pig 
etc  (aaah!,  hooray!). 

A  nice  touch  is  that  if,  whilst 
standing  still,  you  push  up  or 
down,  Ae  screen  will  scroll  up 
or  down  allowing  you  to  see 


again!),  tunnels  to  whizz 
through  (mega  fast!), 
springbo^ds,  secret  rooms 
etc.  There  is  even  the  odd 
puzzle  dotted  around  the 
place! 

The  grai^ics  are  absolutely 
stunning  -  in  fact,  it  is  only 
fair  to  say  that  these  are  the 
best  visuals  on  an  MD  game 
to  date.  Colour  is  used  in 
abundance,  perfect  parallax 
scrolling  is  seen  everywhere. 


roMIC,... 


what  is  above/  below  you. 

Every  so  often,  you  see  a 
lamppost  -  these  are  useful 
since  touching  them  allows 
you  to  continue  from  that 
point  if  you  lose  a  life. 

There  are  also  goodies  to 
collect  in  the  form  of  com¬ 
puter  terminals.  Super  ring 
(worth  10  rings).  Power 
sneakers  (speed  up),  1  up, 
shield  and  invincibility  are  all 
available  from  these  terminals. 
Collecting  100  rings  also 
gives  you  an  extra  life. 

There  are  6  zones  (each  of  3 
acts)  and  at  the  end  of  a  zone 
you  face  the  evil  professor. 
The  acts  start  off  quite  short, 
but  get  longer  and  longer  as 
you  progress. 

There  are  no  continues  in 
Sonic  -  unless  you  collect 
them,  which  I  think  is  an  ex¬ 
cellent  idea  since  this  adds  to 
the  lasting  interest  in  the 
game.  The  difficulty  level  is 
set  just  right,  allowing  you  to 
get  just  a  little  further  each 
time. 

There  are  all  sorts  of  great 
ideas  incorporated  into  Sonic. 
Loop  the  Ic^s  to  run  round 
(and  if  you  are  are  going  too 
slow  he  slides  back  down 


brilliant  sprites,  excellent 
backdrops  and  some  truly 
stunning  visual  trickery  goes 
on. 

The  animation  on  Sonic  is 
nothing  short  of  superb.  The 
way  he  walks,  runs  (his  over¬ 
size  trainers  doing  overtime!), 
jumps  etc  have  all  been 
beautifully  animated  in  a  very 
cartoon-like  style. 

The  scrolling  throughout  is 
exceptionally  smooth  and  the 
speeds  it  gets  up  to  really 
shows  what  the  MD  is 
capable  of  in  the  right  hands. 
At  times,  the  screen  goes 
hyper  and  your  eyes  are  all 
over  the  screen  looking  for 
Sonic! 

The  sound  doesn’t  let  the 
side  down.  Music  is  very 
cutesy  with  a  change  of  ditty 
after  every  zone.  Sound  ef¬ 
fects  are  comical  and  used  to 
enhance  the  atmosphere.  For 
instance,  when  there  is  a 
waterfall  in  the  background 
we  hear  the  rush  of  water; 
when  Sonic  stops  abruptly  a 
skid  is  heard  !!  etc. 

Every  part  of  Sonic  the 
Hedgehog  seems  to  have 
been  lovingly  dealt  with  -  the 
gameplay  is  wickedly  addic¬ 


tive  and  wonderfully  graded,  the 
grai^ics  are  tq>  notch  and  the 
sound  is  great  too. 

A  lot  of  thought  has  gone  into 
the  design  of  Sonic.  The  fact  that 
there  are  no  options  or  continue 
is  excellent  as  there  is  then  a 
definite  will  to  get  further  every 
timeand  your  interest  isn’t  lost. 

This  is  a  very  large  game  and 
one  that  gets  tough  as  you  get 
further  into  it.  I  don’t  diink  there 
will  be  many  people  who  com¬ 
plete  this  too  soon.  Even  so, 
every  time  you  (day  this  game 
you  notice  things  i^ich  you 
didn’t  see  before.  Each  level  is 
not  just  left  to  right  but  up  and 
down  so  you  can  choose  how 
you  want  to  do  a  level  (ie  run  for 
the  exit  quickly  or  explore  and 
find  all  the  goodies!).  With  the 
additirai  of  hidden  rooms  and  the 
secret  levels  this  is  a  game 
which  you  won’t  lose  interest  in 
for  a  long  time. 

A  special  note  must  go  to  the 
secret  levels  -  here  Sonic  is 
plunged  into  a  360  degree  rotat¬ 
ing  maze  and  the  graphics  are 
just  mindblowing!  l^rallax  birds 
fade  into  parallax  fish  and  vice 
versa! 

This  game  will  no  doubt  be 
bought  by  a  lot  of  people  just  on 
the  back  of  the  hype.  Luckily  for 
them  this  is  a  great  game! 

Just  this  once,  believe  the 
hype. 

Mindblowing  gr^hics  do  not 
maketh  a  game.  Mindblowing 
graphics  plus  great  sound  plus 
astonishing  gameplay  most 
definitely  do! 

This  is  without  doubt  the  best 
game  on  the  MD  to  date,  and  it 
is  gang  to  take  some  beating 
too! 

Buy  it!!!!!! 

Grai^ics  -  98% 

Sound  -  88% 

Playability  -  97% 

Lastability  -  94% 

Overall  -  96% 

Marc 
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BIMINI  RUN 

MegadrIve  by  Nuvtslon.  Supplied  by  Console  Concepts 


Onn:  in  the  sun  drenched 
tropical  islands,  the  evil  Dr. 
Orca  -  dreaded  international 
master  of  destruction  resides, 
and  hold  your  twin  sister,  Kim 
captive.  As  Kenji  O’Hara, 
with  help  from  your  devoted 
friend  Luka,  you  must  rescue 
Kim  and  destroy  Orca’s  plot 
to  destroy  the  world.  To  get 
you  through  the  waters,  you 
have  a  hi^  speed  power  boat, 
the  Banshee,  and  with  Luka’s 
skill  in  marksmanship  -  armed 
with  a  bazooka,  although  you 
are  up  against  an  armada  of 
killer  b<»ts  and  helicopters 
hidden  in  the  maze  of  islands! 

The  game  features  6  dif¬ 
ferent  missions  for  you  to 
complete,  and  they  are  ex¬ 
tremely  tough!  First,  after  all 
the  options  etc.,  you  get  your 


go  one  way,  and  fire  in 
another. 

Aswell  as  all  the  above 
troubles,  you  must  also  what 
your  instrument  panel  that 
you  don’t  run  out  of  fuel...  so 
time  is  crucial.  Should  you 
lose  your  enemy,  you  can 
also  put  up  the  Maps  and 
charts...  the  Radar  map  show 
the  entire  section  of  the 
ocean.,  plus  you  and  other  in¬ 
teresting  features  while  the 
local  ch^  is  a  zoomed  down 
version  around  yourself. 

To  end  the  mission,  you 
can  blow  the  sucker  up  with 
your  bazooka,  or  ram  it... 
chase  HQ  style...  as  it  seems 
Kim  wasn’t  in  the  boat  after 
all...  it  was  a  trick! 

Mission  2  -  ’The  Stealth’. 
Here,  you’re  now  in  the  mid¬ 
dle  of  Oica’s  place,  and  they 


QlMiMI  I^Vtl  : 
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first  mission...  ’Hot  Pursuit’. 
Here,  Orca’s  henchmen  have 
kidnapped  Kim,  and  you  must 
pursue  and  capture  the  kidnap¬ 
pers  before  they  return  to  Dr. 
Orca’s  impenetrable  island 
hideout.  You’ll  get  your  speed 
boat  infront  of  you,  (in  pole 
position  view)  and  must  chase 
the  enemy  b<»t  ahead.  Hiis  is 
quite  difficuft  as  they  enemy 
boat  weaves  all  of  over  the 
place,  and  you  have  to  keep 
up,  and  do^e  all  the  harzanls 
around...  these  includes  small 
islands,  and  sailing  boats  to 
avoid,  plus  Oica’s  helicopters 
who  shot  at  you...  dodging 
their  fire  is  veiy  tricky! 
However,  you  can  ta^  them 
out  using  your  bazoohn.  You 
can  also  play  in  two  player 
mode.,  with  one  player  in 
control  of  the  boat,  and  the 
second  player  as  Luka,  the 
bazooka  usm*...  making  it 
slightly  easier  as  you  can  then 


are  after  you...  with  helicop¬ 
ters  and  deadly  speedbaots... 

You  must  take  out  towers 
on  islands,  and  later  on  rescue 
Kim,  avoid  deadly  sea 
monsters  and  sharks,  and  so 
on. 

All  in  all,  Bimini  Run  is 
not  a  bad  game...  quite  fun  to 
play,  but  it’s  rather  repeti¬ 
tive...  steering  the  boat 
around  islands  shooting  other 
boats,  helic^ters,  towers., 
avoiding  sailing  boats,  sea 
creatures,  etc...  isn’t  too  ex¬ 
citing.  The  game  is  also  toooo 
difficult,  especially  playing 
by  yourself,  trying  to  steer  the 
brat  at  high  speed  and  try"  to 
aim  your  bazooka  is  a  r^ 
problem,  but  avoid  the  enemy 
fire  is  real  tough  having  to 
steer  out  of  the  way  at  the  last 
second.  Grairfiics  are  fairly 
average...  the  sea  itself 
doesn’t  even  animate  when 
stationary!,  and  sound  is  ra 
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the  average  side  loo.  The  3D 
is  fairly  good,  but  there  aren’t 
a  low  objects  on  the  water. 
The  verdict:  Bimini  Run  is 
worth  checking  out,  but  not  a 
game  I  would  play  for  more 
than  a  couple  of  hours...  how¬ 
ever,  if  you  like  the  Chase 
HQ  sort  of  game  (but  on 
water),  you  might  like  it. 

Graphics  -  70% 

Sound  -65% 

Playability  -  65% 

Lastability  -60% 

Overall  -W% 


Dan:  Hiding  behind 


some 


rather  uninteresting  graphics 
and  awful  weedy  sounding 
music,  there  lies  actually  a 
rather  crap  game.  There  is 
just  no  incentive  to  play  more 
than  a  couple  of  times,  and  if 
I  hear  the  words  "Kenji,  come 
in"  one  more  bloody  time, 
there’s  going  to  be  hell  to 


pay. 


Graphics  -  60% 
Sound  -  Aaaargh!! 
Playability  -  50% 
Lastability  -  50% 
Overall  -  50  % 


boy  version  retains  the  novel 
feature  of  the  original  with  the 
rotating  towers  which  moves  ex¬ 
tremely  smoothly  and  gives  a 
great  illusion  of  3D. 

If  you  haven’t  played  the  game 
before,  it’s  real  simple.  You 
have  a  circular  tower  with  plat¬ 
forms,  staircases  and  lifts  round 
the  outside  of  it,  plus  doorways... 
enter  one,  and  you  appear  on  the 
other  side,  as  the  tower  rotates. 
You,  as  the  creature,  must 
negotiate  these  to  reach  the  top 
of  the  tower,  and  so  destroy  it  - 
within  a  small  time  limit! 
Unfratunately,  horrid  creatures 
lurk  around  the  tower  to  stop 
you,  including  big  eyes,  bounc¬ 
ing  balls,  and  a  cluster  of  blobs 
that  home  in  on  your  last  posi¬ 
tion  Fortunately,  touching  them 
won’t  kill  you,  but  knock  you 
down  the  tower  -  so  you  have  to 
re-climb  again...  although  if  you 
are  unlucl^,  dropping  in  the 
water  at  the  base  of  the  tower 
means  death! 

Your  hero  however  have  a  bit 
of  protection  as  he  can  fire  blobs 
that  destroy  certain  creatures  or 
halt  them  fora  few  seconds,  or 
jump  over  them.  Unfortunately, 
one  of  the  problems  of  the 
original  and  the  GB  version  is, 
you  can  only  fire  when  you’re 


CASTELIAN 

Gameboy  by  Trifflx  Ent  Inc  -  Supplied  by  Console  Concepts 


Onn:  Castelian?  What 
sort  of  name  is  this?  To  us  in 
the  UK,  this  game  is  more 
well  known  as  Nebulus  -  you 
know,  the  one  by  Hewson 
where  you  control  a  strange 
little  creature  in  his  attempt  to 
climb  up  towers? 

The  conversion  is  quite  a 
remarkable  feat  as  the  Game- 


stationary  and  junq}  when 
moving,  as  they  both  use  the 
same  foe  button!  You  would 
have  though  as  the  GB  has  two 
buttons,  the  programmers  could 
have  used  them! 

Once  you’ve  completed  a 
tower,  you  enter  a  bonus  stage  - 
this  is  different  from  the  com¬ 
puter  versira  of  catching  fish  in 


score 


time 

remaininq 


lives  tower 
remainmg  number. 
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your  sub.,  but  a  running  plat¬ 
form  game  of  cdlecting  gems. 
This  is  rather  stupid  as  you 
have  to  jump  on  platforms... 
drop  off  and  it’s  end  of  the 
bonus  game,  which  is  easily 
done. 

Giaphicallly,  Castellan  is 
not  bad,  not  too  well  detailed 
and  shaded,  but  adequate.  The 
rotation  of  the  tower  effect  is 
still  well  impressive  and  really 
adds  to  the  game.  Sound  is  not 
terribly  exciting  but  adds  to 
the  game.  Hay^ility  wise,  it’s 
very  good  and  addictive...  not 
to  mention  extremely  frustrat¬ 
ing!  With  only  8  towers  to 
dear,  it  seems  not  a  lot,  but 
each  of  the  towers  are  very 
tricky,  and  should  you  lose  all 
your  lives, ,  you  have  to  start 
right  back  from  the  begin¬ 
ning...  no  continues  or 
password  options  here,  mate!  I 
think  this  is  it’s  main 
downfall.  Once  you’ve  spent 
an  hour  trying  to  get  pass  a 
stage,  oiily  to  die  straight 
away  on  the  next  tower  to 
have  to  restart  all  over  again  is 
arightbummer!  I  haven’t 
played  much  of  the  original 
computer  version  (on  my 
C64),  but  stage  1  is  identical 
so  if  you’ve  played  it  before 
it’s  not  a  gr^t  cmallenge!  Me 
personally,  it’s  playable  but 
after  the  first  couple  of  towers 
it  becomes  too  difficult  and 
too  repetitive,  and  I  haven’t 
the  patient  to  stick  at  it,  going 
through  the  first  towers  dl 
over  again. 

Graphics  -  80% 

Sound  -  65% 

Playability  -  80% 

Lastability  -  70% 

Overall  -75% 


SOCCER 

Gameboy  by  Tonkin  House  -  Supplied  by  Console  Concepts 


C^nnt  There  have  been 
only  one  Football  game  for 
the  game-  boy  and  to  put  it 
plainly,  it’s  crap!  so  Taikin 
House’s  latest  contribution  is 
wdcomed  with  opened  arms, 
and  it’s  quite  a  good  little 
game  at  Aat  In  someways. 
Tonkin  have  taken  a  leaf  out 
of  Anco’s  Kick  Off  as  it’s 
viewed  tr^down  with  small 
players...  infact  it’s  near 
enough  to  Kick  Off  than  any 
other  soccer  game  I’ve 
played. 

When  you  start,  you  can 
select  either  one  player,  or 
two  player  link.  You  can  also 
play  in  a  single  game  (test 
match)  or  w^d  cup  -  playing 
against  other  computer 


ft  TH(r  NUfffiS  6ot  mo  amc6. 

contrdled  teams  of  different 
countries  in  knock  out  com¬ 
petition.  With  such  a  small 
screen  and  limitations  on  the 
Gameboy,  it’s  7-a-side,  where 
you  can  select  2-2-2  or  2-3-1 
forma-  tionsand  time  limit  of 
3, 5,  or  8  minutes.  After  this, 
it’s  onto  the  pitch  where  the 
game  starts.  When  the  whistle 
blows  -  the  game  begins. 

Control  is  simple,  you  control 
the  player  that’s  flashing 
(your  players  are  always 
white,  and  the  opposition 
black).  The  pad  moves  your 


Zeofneo  out,  so  you 
see  Mu.  ymne  itMTots. 

player  around,  and  when  you 
haven’t  got  the  ball,  button  B 
switches  players,  usually  to 
die  nearest  to  the  ball.  Button 
A  is  the  action  button  and 
depending  on  the  situation 
with  and  without  pressing  a 
direction  -  you  can  slide 
tackle,  kick  the  ball  normally, 
diving  header,  over  head 
kick,  plus  throw  the  ball 
when  it  goes  out  of  play.  You 
can  even  curl  the  b^  by 
moving  the  pad  after  kicking! 
Like  Kick-off,  you  only  see 
part  of  the  pitch  at  a  time 
which  scn^  quite  smoothly 
in  all  directions.  However, 
when  the  ball  is  kicked  hi^ 
in  the  air,  the  game  is  viewed 
so  that  you  can  see  the 
entire  pitch  and  players.  This 
seems  odd  but  is  quite  a  good 
idea  as  you  can  organise  your 
players  and  can  attempt  to 
haed  the  ball  forward.  Most 
of  the  rules  of  footie  are 
present...  fouls  lead  ^  to  free 
kicks  or  penalties  if  in  the 
box  (you  get  yellow  cards, 
but  never  get  a  red  one,  or 
substitutes),  throw-ins, 
comers,  and  even  off  sides! 
As  it’s  easier  to  play  up-field, 
you  stay  on  the  same  side 
after  hdf  time.  All  in  all. 


I'tLLOIM  CARD 

KICKfNC! 
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* 


OFFSIDE  ! 


Soccer  is  great...  graphics  are  not 
brilliant  but  fit  wdl  with  the 
game,  and  sound  is  ade-  quate, 
mthough  the  back-  ground  tune 
that  plays  is  annoying  at  time 
(you  can  turn  it  ooff  at  the 
beginning  however).  It’s 
certainly  not  as  fast  as  kick-(tff, 
but  not  bad.  The  computer 
opponents  are  a  fair  challenge 
especiallly  the  better  teams  like 
Germany  and  Italy,  although  I 
haven’t  loss  a  game  since  I  first 
played  it  - 1  won  the  World  cup 
on  my  first  go,  although  a  couple 
of  the  game  I  only  won  by  penal¬ 
ties.  However,  it  should  be  a  lot 
better  against  a  human  (}p- 
ponent! 

Graphics  -  85% 

Sound  -  80% 

Playability  -93% 

Lastability  -  90% 

Overall  -90% 
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Atari  have  abandoned 
their  Panther  32-bit 
games  console  in  favour 
of  their  bigger  and  more 
powerful  64-bit  machine 
the  Jaguar...  although  it 
IS  believed  the  machine 
won  t  hit  the  streets  until 
a  years  time  or  even 
longer.  A  64-bit  machine 
would  surely  become  the 
most  powerful  console 
around  -  even  more  than 
many  coin-ops  (the  Neo 
Geo  is  24-bit  and  it 
shows  how  good  that  is. 
However,  a  64-bit 


machine  would  cost  a 
fair  bit  to  produce 
although  Atari  claims  it 
will  be  very  lov;  in  price. 
It's  also  be  rumoured 
that  Psygnosis  are 
getting  involved  in  the 
project,  because  of  their 
impressive  development 
in  CD  fractal  imagery.  We 
can  t  wait!!! 

Konami have  produced 
the  ultimate  add  on  for 
the  Gameboy.  The  unit  is 
a  case  that  resembles 
one  of  those  arcade 


games  from  Grandstand. 

By  inserting  the  Gameboy. 
you  get  a  bigger  angled 
screen  like  the  wideboy 
and  lightboy.  but  better 
still,  you  get  a  joystick  over 
the  pad  to  give  better 
playability.  Wait  for  it  soon! 

The  Neo  Geo  has  officially 
been  released  in  the  USA., 
but  as  the  price  of  the 
machine  cost  S649  and 
cartridges  at  SI 99  a  piece, 
the  machines  and  software 
are  available  for  rent  from 
video  stores! 
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ROMPING  WORLD 

PC  Engine  by  Hudson  -  CD-Rom 
Supplied  by  Console  Concepts 


o  nn:  when  I  first  saw 
this  game  in  the  arcades,  I 
thought  it  was  terrible  -  com¬ 
pared  with  current  coin-ops  at 
it’s  time  with  stunning 
graphics,  sound,  special  FX, 
etc...  and  this  game  -  ever  so 
basic  in  all  accounts.  How¬ 
ever,  once  I’ve  had  a  few 
games  on  it,  I  was  hooked  - 
Pang!  or  Pomping  World  as 
it’s  called  for  the  engine,  is 
extremely  playable  and  real 
addictive. 


dropped  when  certain  bubbles 
or  blocks  are  hit.  These  in¬ 
clude  double  harpoons  which 
lets  you  fire  two  wires  at  a 
time,  clocks  that  freeze  every¬ 
thing  for  a  few  seconds,  gun  - 
a  faster  fire  weapon,  attach¬ 
ment  harpoon  -  which  when 
bred  stick  to  the  ceiling  leav¬ 
ing  the  wire  there  for  a  few 
seconds  or  until  a  bubble  or 
creature  hits  it,  shield  -  force 
beld,  and  dynamite  -  burst  all 
bubbles  until  they  become  the 
smallest  -  which 


t>nn&feAsy57»iec..5/A/6tE 

The  gameplay  is  real  simple 
-  you  play  a  little  bloke  wiA  a 
wired  harpoon  gun.  On  each 
stage,  there  are  large  bouncing 
bubbles  ,  which  you  must  get 
rid  of.  To  do  this,  you  must 
shoot  ’em  -  bursting  a  big  bub¬ 
ble  results  in  to  two  smaller 
ones,  burstling  a  smaller  bub¬ 
ble  again  results  into  two  even 
smaller  ones,  and  so  on  until 
they  dissappear,  and  it’s  onto 
the  next  stage,  A  swell  as  the 
bubbles,  blocks  are  arranged 
around  the  screen  which  adds 
extra  problems  as  they  bounce 
the  bubbles  all  over  the 
place,  and  can  box  you  in. 
Certain  blocks  must  be 


could  be  quite  deadly 
if  there  are  loads  of 
them!! 

Pomping  World  is 
very  playable  and  ad- 
dictive,  although 
rather  easy  at  first,  it 
gets  extremely  dif¬ 
ficult..  although  you 
have  4  credits. 
However,  if  you  start 
right  from  the  begin- 


the  50-odd  stages, 
there’s  even  more  stages! 
You’ll  blast  off  into  space, 
where  things  gets  extremely 
tough  -  rather  like  the  sequel 
coin-op  -  Super  Pang!  with 
lots  of  tiny  bubbles  bouncing 
all  over  the  screen...  well 
’ard. 

Graphics  are  very  good,  but 
lack  that  that  little  something 
to  make  it  arcade  perfect... 
they  are  rather  large!  And  the 
spntes  flicker  a  fair  bit  when 
there  are  lots  of  things  hap¬ 
pening.  Sound  is  exactly  the 
same  as  the  coin-op  as  you’d 
expect  from  CD  with  dif¬ 
ferent  tunes  played  for  each 
level...  some  are  really  ace! 


shot  to  release  trapped 
bubbles,  and  there  are 
ladders  and  platforms  to 
manouvre  around.  At 
times,  various  creatures 
appear  on  to  the  screen 
including  Hermit  crabs, 
owls,  and  wasps  that 
when  touch  you,  stops 
you  from  firing  for  a  few 
seconds.  However, 
colourful  birds  and  nor¬ 
mal  crabs  help  you  by 
bursting  bubbles  when 
they  touch  them.  More 
help  come  in  the  form  of 
weapons  -  these  are 


With  two  player  option  too, 
Pomping  World  is  a  great  fiin 
little  game,  although  lasting 
interest  could  be  low  -  it’s  a 
shame  you  can’t  start  from 
the  Moon  stage  which  is  more 
challenging  without  going 
through  the  entire  game 
from  the  start  -  no  doubt  there 
will  be  a  cheat  for  this! 

Graphics  -  85% 

Sound  -  90% 

Playability  -  85% 

Lastability  -  80% 

Overall  -  85  % 


go  straight  down  hill.  Firstly, 
your  pad  moves  your  player 
about...  the  person  nearest  to  the 
ball  usually  indicated  by  two  ar¬ 
rows,  who  move  around  at  a 
moderate  pace.  Unfortunately, 
the  game  lacks  moves...  you  can 
only  kick  the  ball  in  the  mrection 
you  are  facing  by  pressing  the 
Gre  button  and  that’s  it.  The 
other  button  is  used  for  strength. 
A  strength  bar  is  shown  at  the 
side  of  the  screen  for  the  player 
you  are  controlling  (each  player 
starts  with  different  amounts), 
and  each  time  you  press  the 
other  button,  your  man  flashes  to 


POWER  ELEVEN 

PC  Engine  by  Hudson  -  Supplied  by  Megaware _ 

Onn:  I  have  admit,  I  was  indicate  it’s  going  for  a  power 


looking  forward  to  getting 
this  game  hoping  from 
Hudson  that  they  were  to 
make  it  like  Kick  Off.,  from 
the  direct  top  down  view  of 
the  game. 

However,  was  I  wrong,  or 
was  I  wrong?!  It  looks  like 
Hudson  have  down  a  boo 
boo!  Once  you  stick  in  the 
card,  and  marvel  the  ace  intro 
screen  (animation  of  putting 
the  HuCard  in  the  engine... 
reminds  me  of  the 
Commodore  CDTV  introduc¬ 
tion  CD.  which  tells  you  how 
to  work  the  machine...  silly 
eh?  If  you  managed  to  view 
it,  you’ve  bound  to  have 
managed  to  put  in  the  CD  and 
play  it!),  you  get  options  to 
play  a  one  player  Hudson 
Cup,  two  player  Vs  match, 
penalty  contest  or  Demo 
Watch  mode. 

If  you  go  for  the  first,  you 
have  to  pick  a  team  and  play 
different  countries  in  knock¬ 
out  competitions  to  win  the 
trophy.  First,  you  must  pick  a 
country  team  (inc.  Argentina, 
England,  Germany,  etc.),  then 
pick  your  formation...  three 
are  available,  but  you  should 
choose  the  first  as  it’s  4-2-2.. 
no,  not  four  defenders,  but 
four  forwards,  two  midfield 
and  two  defenders,  as  you 
need  the  front  men!!  Once 
done,  you  face  your  first  op¬ 
ponent 

The  game  is  viewed 
directly  top  down  with  the 
goals  to  the  left  and  right 
Things  looks  pretty  good  up 
to  now...  but  when  the  comp, 
mumbles  ’Kick  Off’,  things 


shot,  where  you  can  press  the 
kick  button,  and  your  strength 
bar  goes  down  a  notch.  If  the 
strength  bar  becomes  empty, 
then  you’ve  only  got  the  stan¬ 
dard  uck..  bad  luck!  You  can’t 
curl  or  swerve  the  ball,  head  it, 
preform  over  head  kicks,  or  any¬ 
thing  else...  although  you  can 
dribble  with  the  ball.  Scoring  a 
goal  is  quite  tricky  as  the  goal 
keeper  saves  most  shots...  and  it 
seems  the  only  ways  to  score  is 
to  power  shoot  one  diagonally 
from  a  distant,  or  kick  the  ball 
into  the  box,  and  hope  you  can 
get  another  guy  to  volley  it  in 
another  direction,  to  fool  the 
keeper,  into  the  back  of  the 
net...  hence  why  you  need  some 
forward  players...  there’s  no  off 
side  you  see!  Oh...  you  can’t 
dribble  round  the  keeper  either 
as,  as  soon  as  the  ball  gets 
into/pass  the  penalty  spot,  the 
keeper  has  it!! 

Tackling  again,  there’s  only 
one  move.  Press  fire  and  the 
player  will  preform  a  sliding 
taclde  in  the  Erection  it’s  facing. 
Unfortunately  this  is  a  ridiculous 
move,^as  should  you  slide  in  and 
take  the  ball  off  your  opponent, 
you  don't  get  up  until  a  second 
or  so  after!!  So,  another  op¬ 
ponent  can  run  in  and  nick  the 
ball!! 

Graphics  are  very  basic  as 
you  might  expect  from  a  top 
down  game,  and  animation  is 
very  poor...  the  goal  keeper 
diving  for  the  ball  has  the  same 
graphic  as  when  players  are  slide 
tackling.,  and  only  2  frames  of 
animation.  Sound  is  dire  with  a 
rather  boring  tune  playing 
through  out  the  match  (which 
can’t  be  turned  off),  and  simple 
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GAMES  REVIEWS 


sound  FX..  and  naff  speech... 
saying  ’Corner’,  Throw  in’, 
etc.  The  latter  two  have  no 
special  features  either,  just 
press  the  button  get  the  ball 
back  in  play.  There  are  no 
fouls  either,  and  at  half  time 
you  get  some  animation  of 
cheerleaders,  which  is  very 
boring  as  they  preform  the 
same  sequence  for  every 
match! 

The  all  important 
playability  -  terrible!  Because 
you  can  only  kick  the  ball 
straight  and  nothing  else, 
there’s  just  isn’t  any  variety  in 
the  game...  you  just  adopt  the 
Jack  Charlton  gameplay  of 
booting  the  ball  up  field  and 
hope  one  of  your  men  can  vol¬ 
ley  the  ball  in  the  net.  With 
this  method,  I  managed  to  win 
the  first  team  12-1!  Although 
later  teams  like  Germany  are 
rather  tough...  but  then  again, 
they  are  bloody  foulers!  So  I 
would  say  stay  clear  of  Power 
Eleven,  Human’s  Formation 
Soccer  is  still  the  best!  Oh 
yeah,  the  penalty  bit  is  rather 
naff  too.,  similar  to 
Formation’s  but  behind  the 
keeper...  but  not  responsive 
enough. 

Graphics  -  50% 

Sound  -45% 

Hayability  -45% 

Lastability  -  40% 

Overall  -45% 


into  stage  1,  which  starts 
straight  away,  so  get  ready 
quic£  When  the  ship  appears 
on  the  screen,  the  game 
resembles  Air  Busters  as  you 
control  a  fighter  craft  in  a 


multi-parallax  horizontal 
scrolling  backdrop,  although, 
a  scrolling  fore-d^  of  metal 
pillars  scrolls  over  you. 

Your  firepower  is  measily  - 
firing  single  straight  bullets 
like  Air  busters  but  less  rapid, 
so  slap  on  the  autofire/ turbo! 
Your  ship  moves  around  the 
screen  at  a  moderate  rate,  but 
you  can  thrust  in  any  direc¬ 
tion  at  speed  by  tapping  the 
other  fire  button  and  pushing 
in  any  in  the  required  direc¬ 
tion.  However,  the  amount  of 
thrust  is  determined  tty  the 
bar  at  the  bottom  of  the 
screen  with  reduces  when 
used,  and  must  be  charged  up 
again.,  similar  to  Air  Buster’s 
Buster.  The  Thruster  is  quite 
dangerous  if  you’re  not  care¬ 
ful  as  you  can  thrust  straigth 


red,  blue,  or  green  icon. 
These  have  a  pointer  in  them 
which  rotate.  Collect  them 
when  they  are  facing  that 
direction  will  give  you  that 
powerup  in  that  direction. 
Red  will  give  you 
flame  thrower,  blue  - 
multi-fire  and  green  - 
lighting  laser.  So  col¬ 
lect  the  red  icon  with 
the  pointer  facing 
back,  and  you’ll  get 
flame  thrower  firing 
backwards  (  you 
alway  keep  the  stan¬ 
dard  puny  weapon 
aswell).  The  weapms 
help  a  lot,  but  they  are  still 
not  that  powerful,  and  you 
can’t  power  them  up  more,  or 
get  additional  weapons.  E^h 
level  is  fairly  long,  and  reach¬ 
ing  the  end,  you’ll  meet  the 
real  awesome  looking  boss. 
Infact,  I  have  to  say,  the  bos¬ 
ses  are  truely  brilliant,  really 
big  and  animate  really  well. 
Unfortuantely  they  are  too 
easy  to  kill  with  little  resis¬ 
tance.  Stage  1  boss  is  like 
By  do  from  R-Type  with  two 
huge  crystal  orbs  that  open 
and  close,  and  fire  a  few  bul¬ 
lets  at  you.  All  you  have  to  do 
is,  stay  back,  dodge  the  bul¬ 
lets,  and  shoot  between  the 
orbs  when  they  open,  and  in 
time,  the  creature  blows  up. 

Stage  2  is  real  tough 
and  look  very  much  like  the 
cloud  level  on  Air  Busters 
with  mother  ships  that  launch 
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homing  flames  at  you,  and 
release  Eghter  crafts...  all  requir¬ 
ing  a  million  shots  to  down, 
while  you  have  to  dodge  the 
swirling  ships,  etc.  Stage  3,  and 
you’re  up  against  a  giant  mother 
ship  which  you  have  to  fty  under 
dodging  a  giant  moving  claw 
like  from  a  crab,  while  dodging 
and  shooting  enemy  fire,  tanks, 
fighters,  lasers,  etc...  all  in  the 
confined  space  under  the  enemy 
ship! 

Over  Ray,  is  an  exception¬ 
ally  difficult  game,  surely  the 
hardest  I’ve  ever  played.  It’s  so 
difficult...  it  took  a  few  goes 
using  slow  motion  to  even  get 
pass  stage  2!!  The  main  trouble 
is  it’s  lack  of  more  powerful 
weapons...  if  the  ship  had  the 
weapons  of  R-Type,  then  it 
would  be  a  different  matter! 
Graphically,  it’s  absolutely  bril¬ 
liant  with  extremely  well  defined 
and  shaded  graphics  and 
awesome  multi -parallax  scroll¬ 
ing.  Sound  is  terrific  too  with 
brill  sound  tracks  and  sound  fx. 
Ray  Xanber  II  is  only  recom¬ 
mended  if  you’re  a  real  ’ard, 
mean,  shoot’em  fan...  I’m  that 
sort  of  person,  but  I  found  it  too 
frastrating  as  it’s  too  difficult. 


Graphics  -  90% 
Sound  -  93% 
Hayability  -  85% 
Lastability  -  80% 
Overall  -  85% 


RAY  XANBER  II 

PC  Engine  by  DataWest  •  CD-Rom 
Supplied  by  Console  Concepts 


Onn:  When  I  saw  pics  of 
this  game  and  read  that  it  was 
a  conversion  of  a  FM -Towns 
shoot’em  up,  I  was  looking 
forward  to  getting  it 

When  the  game  loads, 
you’re  presented  with  a  wacko 
cheer  from  a  crowd  of  people 
and  a  wicked  thumping  tune. 
Hit  Run,  and  the  game  goes 


jc.  w/wev  ^ 
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into  the  ground  or  ceiling! 

The  main  thing  about 
Ray  Xanber  II  is  that,  it’s 
rock  solid!  -  the  enemy  ships 
are  massive  and  swirl  around 
the  screen  -  dodging  or  shoot¬ 
ing  them  with  your  puny 
weapon  is  hard  enough,  but 
trying  to  avoid  their  fire  too  is 
another  problem!  Aswell  as 
the  swirling  ships,  there  are 
big  ships  that  require  a 
squillion  shots  to 
destroy  them  -  trying 
to  blow  these  up  while 
other  things  are  hap¬ 
pening  around  you  is 
mighty  tough! 
Aahhh!...  weapons. 
Weapons  come  in 
three  types...  different 
sorts  of  ships  appear 
and  when  shot  leave  a 


COMMENT: 

BONANZA  BROS. 


Megadrive  by  Sega 


Marc:  Another  coin-op 
which  I  missed  out  on 
seeing,  but  apparendy  one 
of  Sega’s  weirder  moments. 

Bonanza  Bros  is  a  vety 
strange  game!  The  idea  is 
for  you  (and  a  friend  if  you 
wish  -  2  player  simul¬ 
taneous)  to  move  around  a 
building  collecting  booty 
and  making  it  to  the  exit. 
However,  there  are  guards, 
doors,  rakes(!)  and  a  variety 
of  other  obstructions 
designed  to  cause  problems 
or  kill  you! 

The  whole  pace  of  the 
game  is  fairly  slow  (and 
VERY  slow  when  two 
players  are  doing  a  bit  on 


screen  -  terrible  slowing  down 
of  the  MD)  and  many  people 
will  find  it  a  bit  boring. 
However,  it  is  ori^nal  (gasp!) 
and  quite  a  laugh,  if  only  for  a 
while. 

There  are  only  10  levels  (7 
of  which  I  saw  on  my  second 
go),  so  it  looks  like  another 
case  of  ’play  it  on  hard  level 
or  be  prepar^  to  be  bored  of  it 
after  a  few  days’. 

Not  really  worth  buying  un¬ 
less  you  are  a  great  fan  of  the 
coin-op. 

Graphics  -  75% 

Sound  -  78% 

Hayability  -  80% 

Lastability  -  60% 

Overall  -  70% 
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TECH  TIPS 


On  the  title  screen  hold  IfP,  A,  R,  C,  and  press  the  START 
button  for  a  stage  select.  On  the  screen  the  words  ’Select  Map’ 
should  come  up. 

To  see  all  the  animated  scenes,  on  the  title  screen,  hold  UP- 
LEFT,  A,  C,  and  press  Start. 

For  the  sound-test,  on  the  title  screen,  hold  A,  B,  C,  and 
press  Start,  or  hold  Right-Down  and  B,  and  then  press  Start. 


i.-MEOAnRIVE 


button.  During  the  game  pause  it  and  press  A  for  the 
next  stage.  This  trick  can  be  repeated  and  so  the  last 
stage  can  be  tackled  with  ease. 

On  the  latter  half  of  the  game,  there  is  a  bonus 
stage  where  you  must  rescue  people.  If  you  fail  to  rescue 
any,  they  become  a  shooting  star  on  the  ending  scene. 


WRESTLE  BALL  - 


24  facing  west  you  come  across  a  monster  called  a  Sabre  Crab. 

Obtain  the  Queen’s  Crown,  but  do  not  hand  it  over  to  Tristan  the 
King  (don’t  talk  to  him).  Then  go  to  town  and  choose  Bill  and  Marlin  to 
be  your  friends.  The  crown  is  a  very  conveinient  item,  increasing 
armour  class  by  16  points  when  worn  or  it  can  be  sold  for  a  very  high 
price! 


For  the  sound  test 
select  the  TAEKWON 
DO  experts  KOREA 
and  input  the 
password  KWGEN. 


IStin  - PC  ENGINE 

The  best  place  fur  quick  leveling  up  is  the  first  cavern,  place 
the  man  Adol  on  the  top  of  a  triangle  and  kill  those  wasp-like 
creatures 


MotoRoader  II  -  Engine 

Select  B^inners  and  hold  down  Select  then  press  Right, 
Left,  Right,  Left.  The  words  TEST  should  appear.  Hold 
Select  again,  and  press  button  H.  The  words  RICH  should 
appear,  where  you’ll  start  the  game  with  $50000. 

When  you  buy  the  missiles,  by  {Messing  Select,  you  can 
change  the  direction  in  which  they  fire.  So  instead  of  firing 
forward  and  back,  press  select  to  change  to  fire  two 
forward,  two  back,  or  either  sides. 


On  the  title  screen,  press  Up, 
Up,  Down,  Down,  Right,  Left, 
Ri^t,  Left,  n,  I  for  audio  and 
visual  menu. 


Circus  LM  -  Engine 
Password  Z.Y.M.A. 

Try  it! 


ULTIMATE  TIGER  -  Megadrive 

On  the  title  screen,  press  in  the  order  -  Up,  Down,  Right,  ’ 
Left,  and  Start  for  Stage  Select.  To  see  the  ending  sequence 
press  Up,  Down,  Right,  Left,  A,  B,  C,  and  Start 

To  increase  the  number  of  bombs,  use  them  all  up  then 
pause.  Up,  Down,  Right,  Left,  then  hold  B  while  unpausing. 

To  power  up  your  weapon,  pause.  Up,  Down,  Right, 
Left,  then  hold  A  while  unpausing. 


In  this  gamen  there  is  a  witch  doctor  dresed  in  a  grey  robe 
called  ^  ne^omancer.  When^y  appear  (usually  in 
groups),  kill  all  except  one.  The  one  remaining  will  only  call 
for  more  zombies  (green)  and  by  killing  these  you  get  loads 
of  experience  and  gold  and  if  you’re  lucky,  they  drop  items 
and  weapons. 

If  you  have  been  cursed  and  you’re  low  on  money,  then 
die  taking  all  of  your  fiiends  with  you.  When  you  resurrect, 
curse  is  gone. 


MOTOROADER  H  -  Engine 

To  join  in  a  game  during  play,  wait  for  the  race  to  finish  and 
on  the  RESULTS  screen  press  I,  H,  II,  L  The  only  drawback 
to  this  trick  is  that,  your  name  is  entered  as  COMP. 


WORLD  STADIUM 
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press  n  9  times,  I 
and  then  Run  for  the 
test  mode.  The  Team 
Dat(a)  should  be 
very  helpful. 


1943  -  Engine 

Start  the  game  in  a  2  player  mode,  take  the  multi-tap  off 
and  plug  in  a  single  joypad  to  control  both  planes  at  the 
same  time.  This  applies  to  other  2  player  games  like 
Altered  Beast,  etc...  Try  this  trick  on  any  2  playergame,  to 
see  if  it  works  it’s  always  worth  a  try! 

During  play,  press  pause  and  press  Down,  H,  Left, 
n,  UP,  I,  Right,  I,  for  a  weaponry  select. 

^use  then  Up,  Up,  Down,  Down,  Right,  Right,  Left, 
Left,  n,  to  do  as  many  flips  as  you  want. 

On  the  options  -  go  to  music  and  sound  the  following 
numbers: 

37351821984. 


Download  2  -  Engine 

On  the  title  screen,  press  Select,  I,  H,  I,  II,  I,  H,  I,  H,  1,  II, 
Select  for  a  mode  which  you  can  muck  around  with,  ie. 
listen  to  the  tunes,  sound  FX,  see  the  animation  intros... 


This  is  the  same  tip  as  before.  To  get  the  4  secret  teams, 
select  any  team,  and  hold  down  B  and  press  Down. 


Dynamite  Duke  -  Megadrive 

Fire  one  shot  only  and  wait .  A  UFO  should  appear  at 
high  speed  from  the  right  side  of  the  screen.  Shoot  this 
down  and  items  will  bmome  easy  to  get.  Be  alert,  as  a 
second  UFO  appears. 


ETERNAL  CITY  -  Engine 

To  start  from  stage  1  with  the  maximum  power  up  and  all 
special  weapons  wlUi  a  full  energy  tank,  enter  the 
password; 

NAXAT  SOFT 
MAX  POWER 


1943-  Engine 

On  the  water  stage,  smart  bomb  the  enemy  planes  which 
give  you  life  replenishing  items.  Instead  of  getting  one,  you 
get  2-3  and  this  may  be  a  handy  trick  in  the  2  player 
mode. 


Jackie  Chan  -  Engine 

On  the  title  screen,  hold  Up,  I,  n.  Select,  and  press  Run. 
When  the  Demo  starts,  reset  the  game.  Repeat  the  above 
to  get  the  Ultimate  bug.  Repeat  the  process  to  get  all  sorts 
of  cock-ups!! 


ZARLOR  MERCENARY 

Atari  Lynx  by  Epyx 


ZARLOR  Mercenary  is  a 
new  shoot-em  up  from  epyx 
for  the  lynx  (what^nother 
game  for  the  lynx  gasp, 
shock!).  Its  your  basic  vertical 
scrolling  shoot-em  up  game. 
You  control  one  of  the  zarlor 
mercenary’s  and  must  battle 
your  way  through  masses  of 
deadly  aliens  to  gain  loadsa 
money  (great  plot  eh?).  At  the 
beginning  you  can  select  from 
a  variety  of  mercenary  pilots. 
These  range  from  a  trendy 
cyborg,  a  bog  standard  rcmt, 
a  lady  with  big  boobs,  a  punk 
rocker,  connan  the  barbarian, 
a  green  blob  thingy  and  some 
guy  who  looks  lite  ’SATAN’. 
The  different  pilots  basically 
give  you  different  weapons 
that  you  start  with,  for  ex¬ 
ample  the  cyborg  has  a  laser 
which  can  be  quite  nasty  to 
any  alien  scum  that  happens  to 
be  on  screen.  The  first  level 


you  are  flying  above  a  desert 
landscape  (not  iraq!)  where 
various  building  on  the 
ground  can  be  blasted  to  gain 
money  and  points.  Your  ship 
is  equipped  with  a  cool  shield 
which  can  withstand  a  num¬ 
ber  of  hits  and  its  a  good  job 
because  die  screen  is  usually 
full  of  aliens  blowing  the  s**t 
out  of  you.  At  the  end  of  each 
level  there  is  a  big  mother- 
ship  to  exterminate.  After  this 
you  can  buy  extra  weapons 
from  the  shop  (xenwi  II  style) 
including  smart  bombs,  wing 
lasers,  spe«d  up’s  ect.  ect.  and 
all  the  other  alien  terminating 
equpiment. 

The  graphics  in  this  game 
are  good  and  well  drawn  and 
some  of  the  end  of  level 
aliens  are  quite  impres- 
sive.The  sound  is  avererage 
with  the  standard  FX  and 


music  that  you  would  expect 
to  find  in  a  shoot-em  up. 
Zarlor  Mercenary  is  very  dif¬ 
ficult  to  finsh  and  will  teep 
the  most  hardened  game 
players  (DAN)  occupied  for 
months  (weeks?,  days?, 
hours?)  but  after  a  time  I 
think  it  could  become 
tedious!  Zarlor  mercenary 
can  also  be  comm-lynx 
togetfier  and  upto  four  player 
can  play  at  once,I  have  not 
seen  this  mode  so  cannot 


comment  on  it.  My  advice  to 
anyone  thinking  of  buying  this  is 
check  it  out  as  alien  extermina¬ 
tion  is  not  everyone’s  cup  of  tea! 


Graphics  -  88% 

Sound  -  70% 

Playablity  -  82% 

V.F.M.  -  87% 

Overall  -  85% 
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P.S  DO  MY  BLOODY  GFX 
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Oil  the  title  sawn,  either  on  NEW  GAME  or  LOAD 
START,  hold  Up,  1,  II,  Select  and  RUN  until  you  get  to  see 
the  ending  sequence. 


Change  into  the  Hawlanan,  and  go  to  the  very  first  castle 

(the  Mechadragon’s  castle)  and  go  to  the  boss  characters  I  I  On  the  2  boss, 
room  and  there  you  will  find  a  treasure  box.  Take  as  much  I  I  body  -  the  safe  spot. 


1 04:^  -  Engine 

Pause  during  |^y,  then  press  Down,  II, 
Left,  II,  Up,  I,  Right,  L  You  should  bear  a 
ring.  Unpause,  and  now  choose  the 
weapon  of  your  choice  by  pressing  Select. 


On  the  stage  2  boss,  shp  right  under  the 


gold  you  can  frimi  the  treasure  box  and  then  take  down 
the  password  and  reset  When  you  go  back,  y^u  will  find 
replenished  stocks  of  gold,  all  for  the  taking  again! 


On  the  ending,  hold  either  Up  or  Down, 
and  press  Select  for  the  musk  test 


LU 

QC 

O 


As  you  might  have  guessed,  the  usual  Konami  cheat  is 
available  on  this  game.  When  the  Konami  Logo  appears, 
use  the  standard  Up,  Up,  Down,  Down,  Left,  Right,  Left, 
Right,  B,  A  combination  to  get  ’Kukeiba  Live’  Je.  Muisc 
sound  test  Or  as  usual,  durbig  the  game,  pause  and  do  the 
combinations  to  power  up. 


To  play  other  worlds  in  this  ace  godly  game,  select  a  level, 
and  when  asked  for  the  password,  hold  down  the  B 
button  and  you  can  enter  numbers  instead  of  letters.  By 
I  entering  different  numbers  you  can  start  at  any  level. 
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BIG  RUN  -  Super  Famicom 
Pm  not  sure  if  this  works  as  I  don’t  have 
Big  Run  (not  exactly  a  great  game  you 
see),  so  here  goes. 

On  the  title  screen,  use  the  pad  in  second 
port  and  press  the  following:  Button  4 
times,  X  4  times,  Y  4  times,  A  4  times,  B 
4  times,  X  4  times,  Y  4  times,  and  A  4 
times,  and  fingers  crossed  you  should 
hear  sound  some  music.  (Onn) 
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cheat  for  a  game?  Have 
some  groovy  tips  to  share 
on  the  world?  Found  all 
the  secret  items  and  lives 
etc...  on  a  game?  Then 
.  write  in  and  let 

\  us  know!!  V 
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GAMES  REVIEWS 


What’s  good  in 
the  arcades?  J. 
Aspinall  from 
jazzy  Blackpool 
starts  off  a  new 
feature  with  a 
new  footie  game 
from  Taito 

Football  champ  is  the  latest 
Footie  sim.  to  hit  the  arcades 
and  I  use  the  word  HIT  literal¬ 
ly,  as  this  football  game  has  the 
novel  feature  of  being  able  to 
punch  an  opposing  player!! 

Football  Champ  is  normally 
a  two  player  game,  although  it 
is  possible  to  have  up  to  four 
players  competing  at  once, 
depending  on  the  cabinet  the 
game  is  housed  in. 

The  team  you  pick  is  compet¬ 
ing  in  a  world  cup  knockout 
tournament  and  to  lift  the 
trophy  you  must  defeat  all  of 
the  eight  computer  controlled 
teams.  The  countries  involved 
in  the  tournament  are  England, 
Brazil,  Argentina,  Italy,  U.S.A. 
Japan,  Germany,  and  Holland. 

Once  you  have  selected  your 
team,  you  have  to  choose  your 
main  striker  out  of  four 
players.  Each  striker  has  a  dif¬ 
ferent  amount  of  speed  and 
strength,  so  it  is  a  matter  of 
trial  and  error  to  find  the  best 
player.  The  remaining  ten 
players  all  start  with  energy 
bars  and  as  the  match  wears 
on,  you  can  decrease  your  op¬ 
ponent’s  bodily  power  and  stop 
movement  by  either  drop  kick¬ 
ing,  punching  or  pulling  the 
shirt  of  your  opponent. 

The  game  itself  is  viewed 
from  side-on,  above  ground- 
level,  viewpoint.  You  control 
the  placer  nearest  the  ball  and 
this  is  indicated  by  an  arrow 
above  the  head. 

There  are  many  different 
moves  available  to  the  play¬ 
ers,  both  on  and  off  the  ball. 
When  the  opposing  player  has 
control  of  the  ball,  you  have 
two  ways  of  getiing  the  ball  off 
him.  OPTION  1.  Vinnie  Jones 
Tactics;  This  is  a  dirty  fouling 
method  of  tackling  your  op¬ 
ponent  A  swift  tap  on  button  B 
and  you  player  will  attempt  to 
either  punch,  drop  kick,  or  pull 
the  o]^sing  player  off  the 
ball.  If  you  are  successful  and 
the  referee  is  not  keeping  up 


FOOTBALL  CHAMP 

COIN-OP  -  30p  A  GO  -  BY  TAITO 


with  play,  you  will  get  away 
scot  free. 

However,  if  the  referee  sees 
you  commiting  any  of  these 
offenses  your  player  will  be 
shown  the  yellow  card,  com¬ 
mit  another  offense  with  the 
same  player  and  he’s  off  for 
an  early  bath.  OPTION  2. 
Gary  Linekar  Tactics;  This  is 
the  feir  ’I’ve  never  been 
booked  before  in  my  life’ 
Tactic.  Pressing  button  A  will 
make  your  player  either  slide 


tackle  or  shoulder  charge  the 
opponent.  Personally,  I  think 
the  dirty  tactics  are  better, 
much  more  fun!!  This  is  espe¬ 
cially  fun  when  playing  a  two 
player  game  with  a  friend,  it 
can  end  up  turning  into  a 
boxing  match  rather  than  a 
game  of  football!  When  in 
possesion  of  the  ball,  a  lot  of 
attacking  moves  are  available 
to  the  player.  Low  &  High 
kicks,  heel-lifts,  back-heels, 
diving  head^s,  volleys  and 
spectacular  over-head  kicks 
can  all  be  executed  All  these 
moves  take  a  while  to  get 
used  to,  but  you  know  what 
they  say,  practice  makes  per¬ 
fect!  You  get  a  great  deal  of 
satisfaction  when  you  score 
your  first  goal,  especially  if 
it’s  an  overhead  lack  or  a 
diving  header. 

The  graphics  throughout  are 
excellent  and  the  sprites  ani¬ 
mation  is  realistic,  although 
when  the  playersrun  they  look 
like  headless  chickens.  There 


are  some  great  graphical 
touches  in  the  game,  like 
when  a  player  has  been 
fouled.  The  victim  writhes 
around  on  the  floor  in  agony, 
clutching  his  knee.  Other  nice 
touches  includes  the  ball  hit¬ 
ting  and  knocking  over  any  of 
the  touchline  cameramen,  the 
elaborate  celebrations  which 
follow  a  goal  being  scored  and 
the  ripple  of  the  netting  when 
a  ball  hits  it.  As  with  most 


keeper’s  abilities  are  unreal¬ 
istic.  For  example,  when  the 
goalie  saves  a  high  shot,  he 
jumps  about  three  times  his 
own  height!!  The  sound  is 
good  with  whacks  and 
thumps  accompaning  each 
kick.  The  crowd  noises  are  at¬ 


mospheric  and  there  is  no  annoy¬ 
ing  music  playing  throughout  the 
game.  When  a  goal  is  scored,  a 
Brazilian  style  commentator  cries 
G-O-O-O-O-O-O-O-O-O-O-O- 
A-L  and  a  short  burst  of  music  is 
played. 

It  doesn’t  matter  how  good  or 
bad  the  graphics  are,  it’s  play¬ 
ability  that  matters  and  this  is 
where  Football  Champ  really  ex¬ 
cels.  Unlike  some  football 
games,  there  is  not  just  two  or 
three  methods  of  scoring  (eg. 
World  Cup  ’90).  It’s  possible  to 
score  from  scrambles,  crosses, 
headers,  close-in,  far  out,  coners, 
etc..  The  difficulty  level  is  set 
just  right,  the  more  you  play  the 
further  you  advance.  There  is  a 
continue  option,  so  if  you  lose  or 
draw  (no  penalty  shoot  out)  you 
can  replay  the  previous  match 
(my  record  is  5th  game  on  1 
credit). 

Out  of  all  the  footaball  games  I 
have  played,  this  ranks  as  one  of 
the  best.  It’s  extremely  addictive 
and  great  fun  to  play.  In  short, 
this  is  the  best  football  game  (in 
the  arcades)  since  Tekhan  World 
Cup.  Check  it  out  dudes! 

Graphics  -  90% 

Sound  -  89% 

Playability  -93% 

V.F.M.  -94% 

Overall  -92% 

J^pinall  (Blackpool F.C.  no.l 
Fan) 

Ps.  Torquay  United  are  spawney 
gets!!! 


MORE  TECH  TIPS 


f,  Mansfield, 


Teenage  MutentNiata  Turtles  2  (The  Arcade  VersionI 
Nintendo 

Here’s  a  pad  trick  for  TMNT  2  that  enables  you  to  select 
stages  and  get  10  turtles  per  continue!  When  the  title  screen 
appears,  press  B,  A,  B,  A,  Up,  Down,  B,  A,  Left,  Right,  B,  A, 
and  Start.  If  you  have  done  this  correctly,  you’ll  see  "Stage 
1  ”  appear  on  the  screen.  Just  select  the  stage  you  want  and 
press  Start  when  you’re  ready  to  play! 

Shadow  Dancer  -  Megadrive 

Here’s  a  way  to  get  an  extra  200,000  points  each  time  you 
kill  a  boss.  Attack  the  boss  until  his  defense  is  down  to  his 
last  1  or  2  flame.  Now,  dodge  his  attack  until  the  clock  starts 
the  10  second  countdown.  When  the  clock  winds  down  to 
the  last  second,  use  your  niqja  magic  to  finish  the  boss  off. 
The  computer  will  reward  you  with  200,000  points!! 


football  games  the  goal 
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SPECIAL  REPORT 


Tai  Ono 
checks  out 
what  ICOM 
Simulations 
gets  up  to 
with  CD-Rom 
and  some 
actors,  a 
macintosh,  a 
PC  Engine... 


SHERLOCK  HOLMES’ 
Consulting  Detective  is  the 
first  game  for  the  PC  Engine 
that  uses  pa^l  motion  video, 
using  digitised  pictures  and 
other  high  tech  tricks,  and  the 
people  behind  the  project  is 
US  company  ICOM  Sim¬ 
ulation,  although  the  Japanese 


SPECIAL  REPORT:  ICOM  SIMULATIONS: 

SHERLOCK  HOLMES 


such  as  the  FM  Towns  and 
Commodore’s  CDTV  system. 
They’re  also  working  on  a 
CD  game  for  the  Super  Grafx 
called  ’Camp  California’ 
which  boasts  tons  of 
animated  scenes  and  heaps  or 
graphical  tricks,  etc.  Not  only 
that,  but  they  also  do  odd  jobs 
for  Microsoft  and  software 
using  the  HyperCard  utility  on 
the  Macintosh.  Contractors  to 
the  company  even  includes 
NASA. 

The  Recipe 

like  on  a  film,  a  bunch  of  ac¬ 
tors  are  selected  and  the 
director  makes  them  do  a 
scenes  or  scenes  which  are 
recorded  on  video  tape.  These 


THE  lOam  flfeexrcfr 

release  will  be  from  JVC  or 
more  known  as  Victor  Musical 
Industries,  inc.. 

Icom  are  more  well  known 
for  their  graphical  adventure 
on  other  16-bit  computers, 
namely  ’Deja  Vu’,  and 
’Shadow  gate’.  Both  were 
quite  unique  as  they  didn’t  re¬ 
quire  keyboard  input,  just 
pointer  and  icons...  which 
makes  them  easy  to  play,  and 
quite  ea^  to  convert  to  con¬ 
sole  format...  so  Sherlock 
Holmes  is  ideal. 

Three  years  ago,  they 
started  to  investigate  laser 
technology  and  now  they’re  a 
well  established  firm  turning 
out  software  for  the  biggies 


are  then  worked  on  by  com¬ 
puter  boffins  who  digitise  the 
pictures  from  the  video  onto 
memory  banks  with  the  aid  of 
a  Macintosh  computer.  Icom 
claim  that  this  is  a  lengthy 
time  consuming  procedure 
and  it’s  their  excuse  for 
taking  two  years  to  complete 
the  game. 

Interview 

:-  What  suddenly  motivated 
you  to  make  such  a  game? 
Icom  :-  We  have  always  been 
trying  to  be  an  original  and 
creative  company  as  possible. 
We  thought  we’d  try  some¬ 
thing  different,  and  the  multi¬ 


media  aspect  of  the  CD-Rom 
which  offered  us  video, 
audio,  and  graphics  really 
turned  us  on.  We  certainly 
had  the  technology  so  we 
thought  why  not?  Let’s  give 
our  devoted  gamers  a  whole 
new  experience! 

We  also  wanted  to  use  the 
CD-Rom ’s  enormous  poten¬ 
tial  to  maximum  effect,  and 
after  a  long  hard  mad  debate 
Icom  had  come  on  the  coffee 
table  to  an  agreement  to  work 
on  a  game  based  on  Sherlock 
Holmes. 

:-  Why  was  Sherlock 
Holmes  choosen? 

Icom  :-  Holmes  has  always 
been  a  popular  character  and 
somehow  he  has  seemed  to 
have  retained  his  popularity 
over  the  years.  We  thought 
that  his  unorthodox  ways 
might  mean  a  challenge  for 
the  player  to  tackle. 

:-  Could  you  explain  briefly 
on  how  video  scenes  are  put 
on  CDs  for  the  CD-Rom? 
Icom  :-  When  we  were 
making  this  game  it  was  like 
making  a  movie.  We  had  to 
hire  all  sorts  of  peofde,  for  the 
lighting,  the  sound  effects, 
and  scenario  script  writers. 
Story  boards  are  also 
produced  first  to  determine 
what  will  happen.  Once  put  to 
tape,  they  are  translated  by 
programmers  onto  digital  for¬ 
mat  Even  we  cannot  manage 
a  whole  game  containing 
digital  pictures  only,  so  we 
had  to  use  animated  pictures 
as  well.  Once  all  the  video 
and  animated  strips  were 


complete,  they  were  syn- 
cronized  with  vocals,  and  sound 
effects. 

:-  Your  release  of  ’Sherlock 
Holmes’  for  the  FM  Towns  is 
coming  up  shortly.  How  did  you 
cope  with  tire  PC  Engine  -  which 
is  technically  inferior  to  the  FM 
Towns? 

Icom  :-  To  make  a  long  story 
short,  we  had  to  modify  the 
game  in  three  areas.  First  the 
Towns  has  a  Bitmap  screen 
whereas  the  engine  engine  has  a 
’sprite’  screen.  We  did  a  few 
conversions  here  and  there  and 
payed  particular  attention  to  the 
digital  bits. 

Secondly,  the  engine  has  a 
smaller  range  of  colours  than  the 
towns  (something  like  512 
colours?  please  see  previous 
issues)  and  we  had  to  check  if 
there  were  enough  colours  for 
each  digital  clip. 

Finally,  the  CPU  on  the  engine 
is  somewhat  lacking,  so  the  en- 
gine  program  had  to  be 
reprogrammed. 

Look  out  for  the  full  review  of 
Sherlock  Holmes  soon  in 
Electric  Brain!! 


Having  watched  the  brilliant  film  -  Crazy  People,  sometime  ago  (go  out  to  your  local  video  rental  an  get  it  out!),  /  thought  it  would 
be  a  good  idea  to  produce  a  few  adverts  in  similar  fashion  to  the  film.,  eg.  give  the  truth  about  the  product  to  make  Usee,  instead  of 
lies  of  how  U’s  so  much  better  than  the  rest,  etc....  So  here  are  a  few  Vve  done.  If  you  can  think  of  any,  please  send  them  in,  and  Pit 
put  U  in  the  next  issue.  Send  to  the  usual  aMress:  125  Arnold  Road,  Bestwood  Estate,  Nottingham  NG5  5HR. 

PS.  Check  out  the  Game  Gear  advert  inViz-iPs  great! 


Don’t  be  a  Virgin 
Use  a  Condom 


Get  yourself  a  multi-user  friendly 
Japanese  Megadrive 

You  know  it  makes  sense! 


The  machine’s  a  load  of 
crap,  but  you  don’t  need 
to  carry  a  power  station  on 
your  back  to  run  it! 


rnmimi 


Nintendo 


RESERVE  YOUR  KONK  SYSTEM.. 

SEND  £1,000,000 
TO:  P.O.  BOX  666 
LONDON.  W1 


The  Neo  Geo 
It  mav  cost  more  than 
Terry  Wogan  earns,  and 
you  may  complete  the 
games  in  a  day... 

But,  it's  the  most 
powerful  console  in  the 
World! 


SNK 
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Up  yours,  NEC! 

Be  a  Rebel! 

Get  yourself  a  imported  PC  Engine 


You  know  it  makes  sense! 


M2.7 


XTRA...MISC 


HARDWARE  EXTRA 
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Latest  NEC  development  is 
the  PC  Engine 
LCD-TV...  a  cross 
between  a  normal 
PC  Engine  and  the 
portable  GT.  The 
new  machine  is  the 
size  of  PC  Engine, 
but  has  a  flip-top  lid 
that  doubles  up  as  a 
flat  screen  colour 
Liquid  Crystal 
Display  screen.  It 
has  all  sockets  of  a 
normal  engine,  so 
you  can  attach  it  to 
a  normal  TV  and 
other  harward 
devices  like  the  CD- 
Rom.  As  it’s  a  port- 


software,  and  not  to  mention, 
compatible  with  all  PC  Engine 
hardware  add-ons.  The  price, 
well,  considering  the  cost  of  the 
GT  which  is  well  over  priced, 
this  machine  should  cost  even 
more!  It  could  even  retail  for 
around  100,000  yen!!  More  on 
this  when  we  get  more  news  on 
it. 


Sony? 

As  Nintendo  goes  along  with 
Philips  instead  of  Sony  to 
produce  a  CD-Rom  for  their 
Super  Famicom,  it’s  very  clear 
that  Sony  will  be  in  a  great 
disadvantage  about  their 
machine,  since  no  company 
(other  than  Sony  itself)  would 
supply  software  for  their 


MEGA-CD 

SEGA’S  MEGA-CD  have 
some  extra  features  that  makes 
it  more  powerful  than  most 
CD-Rom  players.  The  amaz¬ 
ing  unit  features  it’s  own  CPU 
-  a  MC68000  running  at  an  in¬ 
credible  12.5  Mhz  (faster  than 
the  CPU  in  the  main 
Megadrive  machine!).  It  has 
6megabit  of  RAM  for  any  use 
(Program,  picture  data,  sound 
data,  etc..),  S121d)its  for  pCM 
wave-form  data,  128kbit  for 
CD-Rom  data,  64kbit  for 
backup  data.  ROM:  1Mbit  for 
BIOS  and  CD  player  program. 
Sound:  Stereo  PCM  8  chan¬ 
nels  sampling  frequency  max 
at  32kHz.  Average  Access 
Time:  1  seond.  Graphics 
Functions:  2-axes  rotation, 
magnification  &  reduction 
(The  Super  Famicom’s  rota¬ 
tion  function  has  only  1  axis, 
though  Pilot  Wings  contains  a 


special  chip  - 

for  2-axes  ( 

rotation).  The  . - 

Mega-CD  will 
cost  around 
50,000  yens.  , 

Sega  and 
Victor  (JVC) 
announced 
thier  coopera¬ 
tion  in  both 
A  V  and 
a  m  use  m  e  n  t 
area.  The  first 
product  of  this 
tie-up  is  an  all- 
in-one  system 
of  Megadrive 
and  CD-Rom 
Drive,  priced 
around  100,000  yens.  The 
rumour  has  that,  it  has  a 
direct  sound  output  from  CD 
drive,  providing  better  quality 
than  Megadrive  +  CD-Rom 
drive. 


Nintendo 

SUPER  Famicniii 


1H6  (bSSI0i£^  PHlUPS/’eiiHrei'^Oo  c.t>-«o<n  SET-oP  / 


wmmpMwmB 

’  !  1 

Hi' !!!! 

HH 

I  j  i  |  j  1 1  j 

H 

■ill 

THE  netsl  (Vec 


able,  it  has  it’s  own  battery 
slots,  and  the  controller  (pad 
and  buttons)  are  on  top  of  the 
machine,  so  there’s  no  need 
to  attach  a  pad  to  the 
machine...  so  it’s  totally  port¬ 
able.  It  also  has  a  built-in  TV 
tuner,  so  you  can  watch  TV 
j  aswell.  This 

is  certainly 
A  I  ,  the  best  port- 

'  devised... 

i  small  and 

compact,  can 

'  ^ 
portable  or 
used  with  a 
normal  TV 
for  home 
use,  colour 
display  and 
vast  range  of 
software  as 
it’s  compat- 
ible  with  all 
PC  Engine 


machine,  as  the  Philip’s  system 
won’t  be  compatible  with  it. 

It’s  rumoured  that  Sun 
Electronics  (which  has  nothing 
to  do  with  Sun  Microsystems) 
has  paid  around  one  million 
dollars  for  the  rights  of 
Lemmings.  Nintendo  also  got 
into  competition  but  had 
withdrawn  as  Psygnosis  asked 
such  a  steep  price  for  the  game. 
Currently,  the  8meg  Super 
Famicom  conversion  of  the 
game  is  looking  well  awesome. 
If  I  am  not  mistaken,  the  game 
also  features  some  different 
levels  that  aren’t  on  the  Amiga 
version,  so  will  be  quite  a 
challenge  it  you’ve  completed 
the  original  computer  game. 
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CHARTS! 


ilXIMl!.  KYO  t.K  the  U.K 


JAPANESE  ANIMATION.  MA  NG  A  AND  MECIlA  r  A  fl  (Inn 


AFILLIATED  WITH  "THE  E.D.C. " 


CHART 


MSfTiianiSl 


1.  Sonic  the  Hedgehog 

2.  Werdner 

10*  DISCOUHT  FVR  MEMBERS  AT  IMPORTANT  AMIME  AMD  MANGA  RETAILERS  2.  ZefO  Wing 
e.a.  BOOKS  NIPPON  (LONDON).  BonBnZB  BrOS. 

5.  PGA  Tour  Goif 

6.  Lekers  vs  Celtics 

7.  FiieMustsng 

FREE  NEWSLETTER  WHEN  JOINING.  PACKED  WITH  AMIME  AND  MANGA  RELATED  g,  Air  BuStCT 

JHrSRIAL  INCLUDING  ARTICLES  ON  JAPANESE  CULTURE  nr....  10  ^mlni^flun  ^*****  "''*''** 


SERVICES  AVAILABLE  THROUGH  THE  CLUB  INCLUDE  SCRIPTS  AND 
SYNOPSES, PLUS  IMPORTED  MERCHANDISE  RARELY  SEEN  IN  BRITAIN 


AMINE  SHOWINGS. 


ONLY  £5  ANNUAL  .SUBSCRIPTION. 


FURTHER  DETAILS  WRITE  OR  PHONE  CARLO  BSRMHARDI. 

4, St. PETER'S  STREET, 
SYSTON, 

LEICESTERSHIRE . 

LE7  BHJ 

TEL'  (0533)  600338 


MISC: 

WITH  the  trendy  carrying 
case  for  the  Lynx,  you  can 
now  get  a  trendy  white/Grey 
carrying  case  for  the  gameboy 
from  the  makers  of  the  Light 
Boy.  The  case,  called  the  GB- 
Box  is  foamed  inside  to  house 
your  Gameboy,  Light  Boy, 
cartridges,  extra  battery  case, 
spare  batteries,  and  link  lead. 
How  much  for  this  -  3,300 
yen. 


NEO  GEO:  At  long  last  a 
number  of  new  Neo  Geo 
games  have  appeared  for  the 
power  house  inc.  Ghost 
Fighter,  King  of  the 
Monsters,  etc.  (Contact 
Console  Concepts....) 
However,  two  new  games 
have  appeared  in  coin-op 
format...  they  are  The  Last 
Countdown,  and  2020  Super 
baseball.  The  former  is  a  two 
player  trivia  game  with  some 
arcade  action.,  as  it’s  in 


Japanese  .  2020  on  the 
other  hand  is  a  real  corker 
of  a  base  ball  game  with 
futuristic  graphics  and 
fabalous  animation 
sequences.  Ral  neat!  I 
suppose  this  game  won’t 
appear  for  the  home  Neo 
until  a  few  month  later. 


1.  Legend  of  Hero  Tonme 

2.  Finel  Match  Tennis 

3.  Adventure  Island  (III) 

4.  Pang(CD*Rom) 

5.  Power  Eleven 

6.  Parasol  Stars 

7.  Jackie  Chan 

8.  MotoRoaderll 

9.  Ray  Xanber  II  (CD-Rom) 

10.  Hellfire  (CD-Rom) 

Above  compiled  by  Console 
Concepts  (0782  712759).  Thanx. 


HART 


1  ■  Super  Mario  Bros.  Ill  (NES) 

2.  Gameboy  with  Tetris 

3.  Tetris  (GB) 

4.  FI  Race  ((3B) 

5.  Snake  Rattle  &  Rolls  (GB) 

6.  Dr.  Mario  (NES) 

7.  T.M.N.T.  Arcade  Version(N) 

8.  Super  Mario  Land  (GB) 

9.  All  Star  Challenge  (NES) 

10.  Hunt  for  Red  October 
(NES) 

THE  JAP 


CHART 

*  Consoles 


2.  Super  Mario  World  (SR 

3.  Eden  (or  whatever...)  (SF) 

4.  Ultraman  (SF) 

5.  War  Simulator  (GB) 

6.  SDGARMS(GB) 

7.  Super  Mario  Land  (GB) 

8.  Super  Pro.  Baseball  (SF) 

9.  Tetris  (GB) 

10.  Dr.  Mario  (GB) 
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GAMES  REVIEWS 


BRIEFS 


Here  are  some 
short  reviews 
of  some  games 
I  didn’t  have 
time  to  review 
in  full. 

Nobuna2a’s  Ambitiot 
Gameboy  by  Koei 
Thanx  to  Console 
Concepts 

Koei  have  been  producing 
Strategy  War  games  for  the 
Famicom  for  ages,  and  this 
latest  for  the  gameboy  is 
another  Strategy  war  game 


based  in  the  Middle  East  of 
limes  of  great  Emperors, 
Samurai’s,  ninjas  etc... 

You  take  part  as  one 
Emperor  of  a  choose  Daimyo 
(plot  of  land)...  there  are  16  to 
choose  from,  and  your  objec¬ 
tive  is  to  keep  the  Daimyo 
running  smoothly,  increasing 
production  and  population, 
build  a  vast  army,  take  over 
other  Daimyo,  and  ^  not  to 
get  killed!  To  do  this,  you 


have  to  sort  out  how  to  use 
gold  raised...  do  you  use  it  to 
improve  land  and  it’s  sur¬ 
rounding,  hire  men  for  your 
army,  trade  for  rice  or  arms, 
send  ninjas  to  asassinate 
some  one,  train  your  army, 
make  alliance  with  other 
Daimyo  or  even  ma^  into  it, 
or  go  into  battle  against 
another  enemy  army.  I  have 
to  say  I  did  find  the  game 
very  confusing  with  so  many 
options...  and  I  could  never 
get  enough  gold  to  produce  a 
big  enough  or  powerful 

enough  army 
to  wipe  out  a 
opposition... 
each  time  I  at¬ 
tacked  an 
army,  my 
army  di^  in  a 
matter  of 
seconds. 
Graphics  and 
sound  are  not 
very  stunning, 
but  as  it’s 
more  strategy, 
it  doesn’t  need 
it,  but  well 
presented. 
Overall,  I  didn’t  get  on  with 
the  game,  and  only  pure 
strategic  fans  should  apply.... 

I  prefer  a  more  simplified  war 
game  like  Nectaris  on  the  en- 


Adventure  Island 
PC  Engine  by  Hudson 
Thanx  to  Console 
Concepts 

Oops!!  Yep!  I  seem  to  have 
missed  this  in  the  last  issue. 
Anyway,  if  any  of  you  have 
played  the  Sega  Master 
System  version  called  Dragon 
Trap,  then  it’s  just  like  that 
PersOTially,  I  didn’t  find  the 
game  too  hot,  but  if  you  liked 
Wondeiboy  II  then  Adv. 
Island  should  appeal  to  you, 
as  it’s  the  same  sort  of  game 
as  you  wonder  around  chop¬ 
ping  at  nasty  but  cute  crea¬ 
tures.  However,  instead  of 
Wondeiboy,  you  are  trans¬ 
formed  into  a  dragon  first... 
and  there  are  more  items  for 


you  to  use  like  bow  and  ar¬ 
rows,  tornadoes,  fireballs, 
etc....  Graphics  and  sound  are 
just  like  the  master  system 
version...  good  but  not  fab. 
Worth  getting!! 


3D  Golf  Simulation 
Super  Famicom  by  T&E 
Soft 

If  you  want  a  Golf  game,  then 
this  one  is  terrific  as  it  gives  a 
3D  view  of  things,  and  features 
ace  graphics...  brilliantly  defined 
trees,  and  sky  with  clouds,  plus 
the  distinctive  sand  traps,  etc. 
Playing  the  ball  is  quite  simple 
too...  just  move  your  direction, 
choose  your  club,  then  deter¬ 
mine  the  strength  plus  spin  of 
the  ball  and  away  it  goes. 
Unfortunately,  one  thing  that 
makes  it  short  of  the  best  golf 
simulator  is  it’s  speed  of  update, 
which  is  terribly  slow.  This 
wouldn’t  be  too  bad  if  you  move 
from  one  location  to  another,  but 
get  right  up  your  nose  when  it 
has  to  redraw  the  screen  if  you 
wish  to  turn 
round  a  few 
degrees. 

Overall,  3D  Golf 
Sim.  is  certainly 
miles  better  than 
Hole  in  One  on 
the  SF,  and  if 
you  can  stand  the 
long  waits  for 
updates  of  the 
screen,  then  well 
worth  getting. 
However,  if  you 
also  have  a  MD, 
then  go  for  EA’s 
brilliant  PGA 
Tour  Golf  which  gets  my  vote  as 
the  better  golf  game...  it  certain¬ 
ly  a  lot  faster! 


4 


Final  Fight 

Super  Famicom  by  Capcom 

Ok.  It’s  an  old  game,  but  I 
never  got  round  to  reviewing 
it  have  I.  So  here  goes.  I 
wasn’t  a  fan  of  the  coin-op  as 
it  was  ruddy  difficult  and 
didn’t  appeal  to  me  very 
much.  However,  the  conver¬ 
sion  is  near  perfect  with  only 
very  minor  things  missing, 
namely  the  third  character, 
Guy  (he’s  a  puff  anyway),  the 
two  player  sim.  action  (hence 


it’s  a  bit  more  easier)  and  the  . walk  through  the  tough 

industial  level.  streets,  fight  your  way 

As  you  know  the  coin-op,  ....through  the  hordes  of  enemy 

thugs,  punk  girls, 
bald  fatties,  knife 
throwing  wierdos, 
etc.,  by  punching 
them,  kicking, 
flying  and  drop 
kicks,  etc.. 

What  makes  the 
game  is  it;s  varied 
opponents  to  deck 
and  coming  from 
all  sides.  Aswell  as 


having  several  lives,  you  get  a 
long  energy  bar  per  life  so  you 
can  get  further.  Overall,  FF  is 
brilliant  and  certainly  one  of 
the  best  SF  games  around... 
top  class  graphics,  just  as 
good  sound  with  speech,  and 
extremely  playable  and  addic¬ 
tive...  and  the  difficulty  set 
just  right...  starting  off  fairly 
easy  to  real  difficult...  and  I 
don ’t  know  anyone  (including 
myself )  who  has  managed  to 
finish  it,  with  with  one  or  all 
credits!  A  MUST!!! 
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AUDIO/VIDEQ 

On  thfl  audio  Music  CDs 
available,  latest  from 
Namco  is  Rolling  Thunder  2 
from  the  coin-op,  Double 
Dragon  3  &  The  Comba 
Tribes,  Final  Fantasy  IV, 
and  Dragon  Quest  ar¬ 
ranged  version.  The  latter 
two  are  also  available  on 
cassette  tape  for  2,000  and 
2,400  yens.  Latest  from 
Konami  is  Parodius,  at  a 
tfigher  price  of  3,000  yens. 

As  a  first  from  the  US 
company.  Atari  Games 
have  also  launched  a  CD 
music  disc  called  That's 
Atari  Music’,  featuring  some 
of  the  best  (?)  music  from 
their  coin-op  hits  including 
Marble  Madness.  If  you 
want  it,  it'll  cost  you  2,500 
yens. 

Video  wise,  you  can  get 
a  copy  of  Street  Fighter  II  - 
The  World  Warriors  for 
5,800  yensi 


The  TeraPrive 

More  news  on  Sega’s  dual 
I  BM  PC/Megadrive 
machine  is  that  it  includes  a 
Megadrive  programing  aid. 
This  includes  a  suite  of  pro- 


Tfe«ADRIs/6  •  M6HT  -  Trt& 
iMifii  mcNi)  ofnefi. 

BfeLOiA)!infe  eorrvfi. 

eorrom  RihHT:  THB  SoVUD  a>iTM. 
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NEXT  ISSUE  ETC 


over  the  back,  top  and  over 
the  normal  screen,  and  gives 
a  2.5"  screen. 

G-LOC  2? 

Just  when  you  think  the  only 
game  for  the  R-360  is  for  use 
with  G-LOC,  Sega  have  come 
up  with  the  sequel  -  Strike 
Fighter.  Basically,  the  game 
looks  very  much  like  the 
original,  but  with  better  and 
more  complex  graphics,  with 
more  ground  details  and  tar¬ 
gets  for  you  to  blast...  so 
flying  low  is  crucial.  And  for 
the  kiddies,  there's  a  wicked 


grams  including  Rule 
editor.  Parts  editor. 
Background  editor,  sound 
editor,  and  graphic  editor. 
This  suite  of  programs  is 
like  shoot' em  up  construc¬ 
tion  kit,  as  you  can  design 
sprites,  and  other  graphics, 
put  together  backdrops, 
contract  music  themes  and 
knock  up  sound  effect, 
design  how  parts  interact 
with  others,  and  so  forth. 
With  this,  you  can  create 
your  own  Megadrive 
games  (or  other  types  of 
programs)  save  them  to 
disk  and  load  them  back 
into  your  machine  or  other 
Teradrives.  And  with  the 


Megadrive  modem,  more 
public  domain,  share  ware, 
etc...  programs  should  be 
available  for  normal 
megadrivesll  When  will  the 
Tera  be  available?  August! 
Prices  again  starts  at 
148,000  yens. 

MISC: 

Well,  it  had  to  come  didn’t 
it.  There's  the  the  Wideboy 
and  Lightboy  for  the 
Gameboy,  and  there's  the 
sun  visor  for  the  Lynx,  and 
now  there's  a  magnifying 
glass  gadget  for  the  Game 
Gear.  This  attaches  to  the 
back  of  the  GG,  artd  loops 


aeroplane  game,  set  in  a  fat 
'Jimbo'-like  sit  in  cabinet. 


SWAPLINE 

XTRA 


Wanted:  CD-Rom  games  for 
Engine.  Phone  Richard  11pm 
to  12pm  only  on  051  922 
7642. 

PC  Engine  games  to  swap. 
Shinobi,  Powerdrift, 
Legendary  Axe,  Dragon 
Spirit.  Wanted  desperately: 
FI -Circus,  anything  else  con¬ 
sidered.  Tel:  0253  43561 
anytime. 


Next  issue,  we’ll  have  the  low  down  on  Super  Famicom  gadgets  to  comeout  from  japan...  not  only  thejoypads,  but  the  joysticks.,  in  all  their  wierdo 

and  wonderful  looks,  and  turbo  fire  connections.  Check  it  out. 

•  Mega  games  reviews:  including  the  awesome  Super  R-Type  for  the  S.F.,  Raiden  Trad  (MD),  Street  Smart  (MD),  Final  Soldier  (PC),  Thunder  Fox 
(MD),  Castlevania  II  (GB),  UN  Squadron  (SF),  PC  Kid  II  (rc),  Spriggan  (PC),  Marvel  Land  (MD),  and  lots,  lots,  more. 

*  What’s  to  come  from  the  US  especially  for  the  Megadrive 
*  Even  mexe  Tips,  cheats,  and  Hints 
*  The  utter  most  latest  in  console  news  both  in  hardware  and  sofware 
'*  ....and  mu(b  to  much  to  mention. 


Don't  mbb  it!! 
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MegaTronix 


CONSOLE  SPECIALISTS 


FAMICON 

GAMEGEAR 

MEGADRIVE 


Tel  0782  -  280681  (9.00am  -  9.00pm)  7  DAYS  A  WEEK 


BUY  A  CONSOLE  FROM  MEGATRONIX  AND  YOU  IMMEDIATELY  BECOME  AN  MT  MEMBER  • 
WHICH  ENABLES  YOU  TO  PURCHASE  ONE  GAME  PER  MONTH  AT  1/2  PRICE  FOR  SIX  MONTHS. 
CLUB  MEMBERSHIP  ALSO  ENTITLES  ITS  MEMBERS  TO  OTHER  SPECIAL  OFFERS  EACH  MONTH 
ON  SELECTED  ITEMS,  PLEASE  PHONE  FOR  FURTHER  DETAILS. 


ARUTORISA . 

BIG  RUN . 

BOMBUZAL . 

F-ZERO . 

FINAL  FUGHT . 

GRADIUS  m . 

HOLE  IN  ONE -GOLF, 

PILOT  WINGS . 

POPULOUS . 

SUPER  MARIO  4 . 

SUPER  R-TYPE . 

ULTRAMAN . 

DARIUS  PLUS . 

3D  GOLF . 

QAMECaE; 

BASEBALL . 

CHASE  HQ . 

COLUMNS . 

G-LOC . 

KflCKEY  MOUSE . 

SUPER  MONACO  G.P. 

PACMAN . 

PENGO . 

WONDERBOY . 

POWER  SUPPLY  UNIT 


MEGADRIVE... 

. . .  135.00 

GAMEGEAR . . . . 

125.00 

FAMICON . 

275.00 

AFTERBURNER . 35.99 

ALEX  KID/CASTLE . 30.00 

altered  BEAST . 35.99 

ARNOLD  PALMERT.GOLF. . . .  35.99 

BATTLE  SQUADRON . 40.00 

BUDOKAN . 40.99 

CRACKDOWN . 35.99 

COLUMNS .  29.99 

CYBERBALL . 35.99 

DICK  TRACY . 41.99 

DYNAMITE  DUKE .  35.99 

ESWAT .  35.99 

GAINGROUND .  35.99 

GHOSTBUSTERS .  35.99 

FORGOTTEN  WORLDS . 35.99 

GHOULS  &  GHOSTS .  45.99 

GOLDEN  AXE .  35.99 

HERZOG  ZW£L . 35.99 

J.MADDENS  AM.FOOTBALL . .  41 .99 

JAMES  POND . 41.50 

LAST  BATTLE . 35.99 

MICKEY  MOUSE . 40.00 

MOONWALKER .  35.99 


MYSTIC  DEFENDER . 35.99 

P.G.  A.  GOLF  TOUR . 41.00 

RAMBOm .  30.99 

PHANTASY  STAR  H . 59.99 

POPULOUS . 40.00 

REVENGE  OF  SHINOBI . 35.99 

SHADOW  DANCER . 35.99 

STRIDER . 45.99 

SPACE  HARRIER  H . 35.99 

SUPER  HANG-ON . 35.99 

SUPER  LEAGUE  BASEBALL ....  35.99 

SUPER  MONACO  G.P . 35.99 

SUPER  REAL  BASKETBALL ....  35.99 

SUPER  THUNDERBLADE . 35.99 

SWORD  OF  VERMHUON . 50.00 

SWORD  OF  SODAN .  41.00 

THUNDERFORCE  n . 35.99 

TRIDOON . 35.99 

TWIN  HAWK . 35.99 

WONDERBOY  m . 35.99 

WORLDCUPrrAUA’90 . 31.00 

ZANY  GOLF . 41.00 

ZOOM . 29.99 


«  PLEASE  RING  FOR  NEW  RELEASES  « 


MAIL  ORDER  ADDRESS; 

18ROTHSAYAVE 
SNEYD  GREEN, 
STOKE-ON-TRENT, 
STAFFS.  STl  6EZ 


FREE  DELIVERY  OF  HARDWARE  UPTO  10  MILES. 

P+P  1.00/GAME  6.00/MACHINE 

CHEQUES/P.O  MADE  PAYABLE  TO  :MEGATRONIX 


*  STOP  PRESS  * 

SECOND  HAND  MEGADRIVE  SOFTWARE 

LAST  BATTLE . £15.00 

FINAL  BLOW . £16.00 

SPACE  HARRIER  (NO  INSTRUCTIONS) . £5.00 
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